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GET 24 PAGES DF ACTION 
COMICS IN EVERY ISSUE DF THE NEW 
IMPROVED NINTENDO POWER! 

That's rightl The Legend ofZelda comes alive 
depicted by one of the world's top illustrators i 
Sixteen pages of full-color action in every issue' 
PLUS, eight more pages of bumbling escapades 
featuring our favorite video hero, Mario' 

PLUS MAXIMUM POWER TIPS TRICKS 
PREVIEWS AND NEW EXPANDED COVER 
AGE OF ALL 3 NINTENDO SYSTEMS! 

AND IT'S ALL STILL JUST 


The new Nintendo Powe r 
features the latest press-hot coverage of all 
three Nintendo systems-NES, Game Boy and 
Super NES-mcluding Top Twenty hit lists for 
each' Plus more of everything you've come to 
expect from the hottest mag on earth' 


GET IT NOW! CALL 


TOOROERBYtnSAOHUASJftCATW MON SAT 4AM TOItMWHKHT 
PACItK STANOAHD TIME IPSJ) SUNDAY HAM. It'S PM 

Whan ordering the FREE Nintendo Player't Guide tell the operator 
'coda 465 'hr the NES Game Allas, coda 466" for the Game Boy 
Pfoyer a Guide, code 467 for the Mane Manta Player's Guide, 
'code 468 for the Super NES Player's Guide 


SUBSCRIBE NOW AND SCORE A « n - — s 
PLAYER'S GUIDE...A $15 VALUE- £ / 


Dm into th? new, improved Nintendo 
Power now and pick from four hot 
Player s Guides! 

•NES GomeAthsfcode 465)- ISO 

pages of complete maps for 18oftha 
best-selling classic games 1 

• Game Boy (code 4661 fsatunngmaps, 

Ops, strategies for over 130 action hits! 

• Mano Mania (code 467h 
including amn depth preview of his 
new adventure, Super M3no World! 

• Super NES!code 4681 the inside lo wdown on the 
new game line-up for this 16 bitpowarhousa 1 
It s your choice Pick one and get it FREE with your subscription to 
Nwimdo Power- for just SIS 1 




















































I'M HUNGRY FOR ACTION! SEND ME THE POWER 
...NINTENDO POWER! 


n YES f GIVE IT TO ME> Send mo 24 ISSUES over 2 Veers- -and my FREE Nintendo 
Plsyar s Gwde-for }UstS30 * 

□ YES* I'M HEADY FOR IT! Send me 12 ISSUES over lyear and my FREE 
Nintendo Player s Gwde~for just$15 * 

*Prtcm bated applyto 0 S. resident; only Ws shlngton Slate restarts add *2% sales ux. torsi S32.4E hr a 
2 year subscription end $1623lot § I year subscript in Canadian tPStr!an*?payS44 94 Cnnadian hinds fnr a 
2 year subscnfti'n and $22 47foi 1 1 year subscript) <n (mchtdts 7% GST) 



Please choose one 

O NES Game Atlas (4651 O Game Boy (4661 
O Mario Mania (467/ Q Super NES {4681 

fncio^v this curt with yo&f payment or credit 
cord information in an envelope and mail to. 

Ninte ndo Power #' Maganne. Attn Subicnphon 
D/fpt, P 0. Bos 3704 3 Redmond WA 99L73-97C 
Canadian m intents be sure tv oetr on 
international postote s wrap. 


Please print cludriy with ink. 


NAME 


AODRESS 


CflY STATE ZIP 

( ) 

TELEPHONE NO 

I m psymg for my subscription by Ichock onef 
Q Check or Money Order (Payable to Nintendo} Q MasterCard (2) VISA 

_ __ / _ 

CREDIT CARD NUMBER EXF OA TE 


CACOHOUJEH S NAME 

X _ 

CARDHOLDER S SIGNA JURE 

Pfaros all jw *-$ivrflfo for delivery 
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NINTENDO POWER ON VACATION 

Nintendo Power travels to the far reaches of the United States... and beyond! A 
while back we asked to sec photos of our readers on vacation with their 
Nintendo Power magazines. If .anyone out there wants to take US on vacation, 
that would be OK, too! 



Mott Crowford on the beautiful beaches of 
Indonesia 



Steve Marks at Glacier Point in Vas-smite 
Notional Park Check out that waterfall in the 
background! 



Four of our most famous Presidents look on os 
Daniel Brocksrt mugs far the camera ot Mount 
Rush more 



Josh Bake! poses with Nintendo Power at 
Disney's Epcat Center in Orlando, Florida 


Ever thought about srarring in your 
own video? How about dressing up 
like your favorite video game charac¬ 
ters and acting out various stages of 
your favorite video game! Any Links 
out there? Mario? Anyone’s father 
look like Bowser? Send us your videos 
so that we can take screen shots of the 
best parts and showcase them here. 


Nintendo Power 
Player's Pulse 
P.0. Box 97033 
Redmond, WA 
98073-9733 



Enclosed is a picture of Ruby lzzabel 
Kelley, age 3. Shes one of the biggest 
Nintendo fans I know. She has enjoyed 
watching her aunt and uncle play 
Nintendo since she was 3 months old, 
so when she was 2 she got a Game Boy 
of her very own. She has several games, 
but her favorite is “Super Mario Land.” 
Without assistance, she can pass all 
three boards in the first world and she’s 
working hard on the second! 

The Kelley Family 
Marion, IA 



Enclosed is a photo of a\y son. Will, 
and his 102-year-old great grandfather, 
Fred V. MacFalls. Will showed his 
grandfarher how to play Super Mario 
Land on Game Boy. He was amazed! I 
suppose you don’t see too many 102- 
year olds playing Game Bey! 

Denise Mockridge 
Lilburn, GA 
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ORE ENVELOPE ART! 


M We receive more and more incredible envelope artwork every day! 

Previous issues of Nintendo Power have featured envelope art, but 
these are definitely some of the best we’ve seen! Maybe we ll have to include a col¬ 
umn for artwork every month. 


This months issue 
marks the second 
appearance of our new 
Super Mario Bros, and 
Legend of Zelda com- 
ic strips. All of the art¬ 
work is done in Japan 
by some of their most famous comics illustrators. 
Tlie storyline for Super Mano Bros, is based on the 
many adventures of the mighty plumbers and the 
Zelda storyline is based on the new Zelda game - A 
Link To The Past. Mr. Miyamoto {the man who cre¬ 
ated the Mano and Zelda games) is vety involved in 
the development of the comic strips as well. The staff 
here at Nintendo Power is writing the dialogue to go 
along with the storyline. Were all very excited about 
both of the comic stnps. Wed like to know what you 
think, too. Please write! 

Gail Tilden 
Editor in Chief 
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A NEW VIEW 

Fans of TMNT: The Arcade Game will be familiar with some of the moves of both the 
Turtles and their enemies in The Manhattan Project, but all-new scenes and many new 
enemies face the Turtles. Choose the best Turtle for the job, then kick some Foot 




T.M.N.T. 

THE 

MANHATTAN 

PROJECT 



Use the Jab ’n Toss (press Down and 
the B Button) when Foot Soldiers 
gang up on you. This move is more 
powerful than the Slash. It’ll throw the 
fear of good into them. 


Some of the ninja weapons slash, and 
some of them bash, but whichever 
Turtle you use, this is the most basic 
move. Although weaker than the Kick 
or Throw, the Slash is faster. 


Kick bad habits, like the habit Foot 
Soldiers have of attacking Turtles. In 
mid jump press the B Button. The 
powerful pop will stop most Foot sol¬ 
diers in their tracks. 


THROW OUT THE TRASH 


SLASH AND DASH 


FLYING KICKS 



Katana swords are fast and 
have a medium attack range. 
Leonardo slices up more than 
pizzas with these blades. 

SPECIAL ATTACK; 

SPIN SLASH 


Raphael’s Sai are two, sharp, 
hand-wielded tridents. His 
attack is very &st, but has a 
short range. 

SPECIAL ATTACK: 


The Special Attack ui«i one section of 
the Turtle s life meter, but it is super 
powerful The Spin Attack has a limited 
range sa get dose to the enemy 


Amt no thrill like the drill—Raphs Drill 
Attack, that Is Spinning headfirst, Roph 
drills multiple enemies from half o 
screen away It s drilliciousl 


Fast with a medium range, 
the Nunchukus arc a Turtle’s 
best friend, next to pizza and 
green Bros. 

SPECIAL ATTACK: 


J Talk loud and carry a big 
I stick is Don’s motto. The 
J wide range of the Bo is coun- 
1 teractcd by its slowness. 

1 SPECIAL ATTACK: 


Mike 5 ocrobatic move is the hardest to 
master, but the kick is powerful In o 
crowded corner, the Handstand Kick 
gets you aut inta the open. 


Don shells out his special attack with 
an unstoppable, spinning somersault 
and a hashing Ba This is one of the 
best attacks, but the range is medium 


mage Mutant Nrn|a Turtles R IS A REGISTERED TRADEMARK OF MIRAGE STUDIOS, USA 
1991 MIRAGE STUDIOS USA EXCLUSIVELY LICENSED bY SURGE LICENSING INC TM 
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It's a bcachin scene, sand, Sun, waves. But there’s a 
cloud on the horizon. Well, no, actually it’s not a 
cloud at all, it's Manhattan floating in the sky! The 
first stage finds your Turtle struggling in the sand 



against Shredder’s Foot Soldiers, then on the 
boardwalk. Watch out for sudden attacks, sand in 
your face, and billboards with a painful message. 



C- 


x ^ 
mimiiiRniniioH 



CRAFTY KARATE CLAN 



Th#y l«»p wit From in from ar 4 Mind Th*y 
shimmy own p*l«s. Th#y d^s* in, tbrt* «: t. 
hm# V/b if $ ■ Turtl# §#ing I* d#? Th# b#st 
sfi l#g y is t« cruis* ck wn tm h« #df • «f th* 

* jt#r and i.i your >#s fa Hi* swf N#w you'll 
' k# #n th* Fed l mi y me 


IN YOUR FACE 


Tb«f* s nortiir.* w ws# 
th ir • T c* full J . in d 

TH«m T o* 5oldl*rs 
throw fists of th# stuff in 
your f«c#, in r . whil# 
y jvm w ir j it ut J 

ynor *y*% iWy iHsck 
Us# th# FJyfng Kick t 
■lt#ck th«m. 


A a 

tuiiamnHf! 


' X T 
maiianth rv> 



SHOOTING STARS 


Th#» F#of Soldiers 
throw Shurrkin, or Nht 
$f«r*-You. >nwl ek th# 
flying slurs with ) iur 
$l«h Attack, th#n mov# 
m ukkly « |j#t & th# 

F . it fi* 



SIGNS OF DANGER 


Tht ultiroord signs #Iory; lh# boordwulk m#y task 
inr iovnt anaugh, J i* tb#y c#nc##l a d#ng#r»us saemf 
K* t# Ft M f lines will throw down tba *gnc whtn 
, jut Turtl# i Qiitt. Mov# .s ^uTcldy ;s you can to th# 
right sid# th# scrMfi *nd ih# s* jns will fall 
irmUnty bohinJ y#u. Nk/rr > ju just hiv# 4c light th* 
Fc ^ Soldiar* 



COWABUNGA DUDES! 


THE WAVE BACK TO MANHATTAN 


Surfs up, and so is the picnic. This high speed tinuously so there’s no need to map it out. Hang 
slalom over the waves pits you against boogie ten near the bottom of the screen for maximum 
boarding ninjas, floating mines, Tubular Trans- safety. After the waves you’ll end up on the heavily 
ports and helicopters. The screen scrolls con- armored deck of a submarine. 


SURF STARTS 


FOOT SOLDIERS 
FROM BELOW 

Frogmen Fool Sofditrs loop up from th* water 
and surround you without warning Keep 
dove to the bottom of the screen and use 
your FFying Kick to attack ond evode them. 



CIRCUIT 


These mines ore 
pecked with power If 
you hit one, your Turtle will be 
electrified like o neon sign. Stay near 
the bottom cf the screen ond jump 
' ever the few mines that appear 
directly abned If Karate Foot Soldiers appear at 
the same time as the mines, youll have to use your 
Flying Kick to knock them into th# water As soon 
os you lend on the surfboard, lump and luck ogoln 






Twin Cobra Helicopters pick up the chase near the end of 
the surf stage. You have to defeat both of them before 
moving on to the deck of the submarine. Super accurate 
Flymg Kicks are the only way to defeat these rotary rejects. 
Wait until they are hovering close to you and low to the 
water, then tump up and through them. 
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ROCK STEADY 


When you reach the end of the lbe, Rock 
Steady erupts from the water with a spear 
gun. If you stand m front gv 
of him, he’ll stick you. . 

Attack from an angle, /f 

either above or below this jf 
rowdy rhino. Use the Slash Kv ™ 

Attack or Plying Kick. 


After hitting Rock Steady, back 
away Than do it again. 


Kar«t* Foot S >ldiars hav* bain tying in v Jit fir > u ban* rth thi A iw Ik. 

Ai Jt cross this Pt , thiy II wt through th# planks and (Hack C intinu 
■V n ing down* M until tha scrotn stops scrolling, th«n turn nd *! sh. 


T.M.M.T. 

THE 

MANHATTAN 
_ PROJECT 


STAY ON TOP 

j'll kiM antrgy and hm« if you fill into on# of thi hilts from which thi Fc*l S IcStrs 
appt r, sm v itch your sfipi K«tp u tha mi ll« of thi sc ino, tfwaan tha vf *r sat of halts 
and thi middlt s«L Ron th* right >id» of th# scroan, thin turn tack. M v# tcwaid thi 
»r bott n f thi scrotn t Iciip thi arwmy in frint of you 


UNDER THE BOARDWALK 



When this bad news bull spots a Turde, 
he sees red and charges. He’ll tear a pipe 
from the wall and swing it like Babe 
Ruth after you’ve damaged him. Use 
the hit and run technique before 
he has the pipe. When he has the 
•v/ pipe, hit him m the back. 


Dodgi Groundchock * eroded charge, thun step up 
and smack him in the back with your Slash Attnck. If 
you re low on energy, use your Specie! Attack, 


ALL HANDS 


Sine# Turtlis * on’t hav# parmfssK n to t jmi a Ik rd, m’t 
•*, xl ■ waleoma party Tha thr*a-way cannons r up 
machwa ^uns kit,, y u gutuing and .lodging Si :y mr the 
bof m jf thi Kritn and w itch thi arrow ir»dk tors on lha 
thrit v y cannon that show which «mr»n wilt fira nax! Thi 
mphibi -us ian is nan ste . 5,ut th* art# isn't I r % 


KATANA FOOT 


Y tfar wit lfr Fc Soldier* 
alto «| -,n deck. Darft 
glva thsrni ^ d .iK* to evring 
infaaeff n.Sljshthim sst n 
as th#y appaar. 


Usa tht Slash Attack to bl< .dt thi 
knivi* thrown vy this* amimlis, than 

m-aw* in. 



l n 

1 1 k* •?, 



■ i * t I 






































SP 






WATCH YOUR STEP 


ALONG THE BRIDGE OF DANGER 


The bridge has been shattered and scattered, but say? Well, how about a cyborg super Turtle with a 




BRIDGE 




you’re a Turtle on a mission and nothing can stop 
you .. unless maybe it’s a 16 ton bowling ball, or 
an army of Shredder’s ninja benchmen. Cake, you 


sliding shell attack? Warmed up yet? You’ve still 
got Be Bop at the end with a head-banger’s ball and 
chain. 



BRIDGE START ► 



MACHINE GUN FOOT 



m 



Fiv« fShra ’k* 
fun fritnds si -w up 

for« it am own 

!*« ng machir* 
guns. Use the Flying 
Kick Atf*clt from th« 
maximum d* fonco 



TRAFFIC VIOLATORS 

Whoni at far Jhc* «p jr t in • car and sUrt 
lobbing grtrodfta, you con b»t it mint m j i /y 
rid* for yaur Turrfo Mov* to tho r' jh* until sc '! 

«to|M. Tf . it i whon tho cor tppMrr Now movo 
bock to tho loft nd dodge tho grtnodot. Next Hmo 
Hioy II appro ich from tht loft sido. 



Slasb may look like a Bro, but he J s not 
even a real reptile. He has two explo¬ 
sive attacks: a super Flying Kick and a 
Slide Attack on the back of his shell, 
which he can’t use if you stay close. 


# * 


, 


kNEW YORK HAS BEEN DESTROYED 


DOWNTOWN 
METRO 


MEANWHILE, MANHATTAN IS SUSPENDED IN THE SKY. 


Finally, you’re m downtown Manhattan, but doors, burst through windows and leap out of 
downtown is now a mile in the air and one step manholes. After you dean up these mean streets, 
can put you over the edge. Watch for attacking it’s time to head into the subway to take on 
Foot Soldiers who leap out of alleys, bust down Dirtbag—a rat with a laser hat 



SNEAK ATTACKS 


Th« sidewalks i Now York seam u?«t, ut SHtrcUrts 
i / ftt c aprIm*. Kar t# f .«t, f j*m Fc A, iku >•' f s 
hid Snhi ys Ut# lb# SLsh r»’. ck r ib die 
hoot jf yew Th* F«*>l S p .p auf of th» nv n 

ccvrc, but you c«n bl ck if with > *gr wr: cm 


THE BOWLING ALLEY 

A* you iss th* entrance I. this !Uy, watch out . • ibrat 
giant >iwlm§ balls A wrO Hm«d Flying Kick will c jrry 
you ./arth* strike 2 out 


BAZOOKA FOOT 


Angla t, ■ I tt>R 
I zc Soldim id 
hit th«m with tha Sf sh 
An jck. Yuen ik 
use the i ,r<;*1 Attack 
to *- ikaqvickw rk .f 
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BOOMERANG FOOT 


Si y nt th* middle 
of fh* f! ’ |« «nd Iht 
Socm* r»g Fc t 
Soldiers will c me to 
you 0 nt j* th# 
boomerang, then c! i* 
in for the finish. 



FOOT BALLS 

Fssi Soldiers riding en t#p 
ef I wliv.g MUi try ;» run 
you iver from b th sides. 
Flyii j Kicks will fake out 
the F--#tthr##t, uf ant 
let > urself # ef fatten? I 
by the balls. 


T.M.N.T. 

THE 

MANHATTAN 

“ROJFCT 




BOP IS A BALL 


Be Bop's back, and he 5 s got a new look—a ball and chain 
on his head! If you get dose, he’ll try a Kick Attack. His 
head ball also swings around and shoots out. 
Attack him near the car. He’ll get stuck and you ^ 
can beat him easily. y 


Maneuver Be Bop 
to fhe fop right 
comer near fhe 
car Hell got stuck 
and became 
helpless 


Peppcroni 
Pizza 



GO TO 
SUBWAY 



STATUE FOOT 


Th* *! itues |urr > 
If ih jir pedestals 
•i.j become Feet 
Seldlert. 



BARREL JUMPING 

L .ok for fc jrreli to !5 H 55B IB S II S 
roll: ... ;rd y.u 
from the right, then ' M 
h n both side?. 




SUBWAY START ► 


ZAPPERS 

Stay cl* -r of the 
electnc W m 
thti* guys Shoot 
ff > At re hit by the 
,#am, you II be 
shocked senseless 
and stand helpless 
for « short time* 


T 




& 


■I Hill 




f otSd liers storm 
out of the simv y 
Jump down jnfo 
the It ck» to fight 
near the Lottem of 
the screen, to! Tng 
them on erw at e 
time. 





ml 




LLUJLLU 



DIRTBAG 


Smell a rat? That's Dirtbag, a mining mouse with a 
laser beam in his hard hat. Stay close to him and 
he'll be limited to using his mattock. /■ 

Maneuver Dirtbag to the lower right 
corner by moving up and down. \ 

Once there, he’ll be stuck. f 


Move up and dawn fa force 
Dtrfbag la the lower right comer 


Us© fhe Slosh Attack when he 
becomes stuck on the track. 


















































































GOING UNDERGROUND, DUDES! 


THIS DANGEROUS SEWER LEADS 10 THE TECHNODROME. 


You may be under the streets now, but you’re not flying robots swoop overhead. The exploding 
under cover. Foot Soldiers attack from the sewer pipes are the least of your worries. At the end is 
pipes, gratings and in the water. Mousers both Leatherhead, a ‘gator with a taste for Turtle 
small and gigantic try to nibble on your toes while 



SLIDE ATTACK 


Tli* fool SoJdisrs 
wh* pop of th* 
d*oc h*r* os* * 
d«vaslatfn , Slid* 
Attack. As lOn* «i 
you kn*w It s 
coming, it'* **sy to 
avoid At ck lh#m 
in »h» w«t*r. 


HOVERBOTS 


Th*5* hov*ri. , rol Is swoop out of tli* s*w*r tunnels 
a. j jcp’ d* if tf>*y hit you Tak* rfi* Lwtiohv* nd 
us* your Flying Kick jn fh*m j* «*an « th*y *pp**n 
I? \ j hi th»m first, th* *; ’ a nt w*n 1 Hurt y*u 




mSSJ 





LET’S FIND APRIL! 


THEN WE’LL GET THAT B06ARD SHREDDER 






April’s just ahead, and so is Shredder, holed up in 
his high-tech headquarters. Unfortunately, he 
knows you’re on your way An army of Foot 
Robots are ready and waiting, plus Flippers that 


fall from above, Bazooka Foot, Bowling Balls, and 
more nasty surprises. Take a quick pizza break 
halfway through. You’ll need all the energy you 
can get to face what’s ahead. 









TV ATTACK 

l*w*ro of ftowtrng I If* in 
th* TV monitor* 


FLIPPERS 

Tht.FI >p*fi ir* 

d*ng*r*uf tf \ ,u 
gtv* lh*m a ch nc* 
I* optn upland 
■ttr^kiiv^ Hiflhc fl 
wh*n th*y iir$t 
*p,**r and *r* 
d*f*ns*l*s& 


WHAT A BLAST 


Th* lam* *lraf*§y 
ipplf as wh*r. > j* 
first m*l th* 

3«z-' oka Troops 
Attack at «n an§l*, 
*<lh*r wifh fh* Slash 
Attack * Flylrwp 
Kick 


Pepperoni 
Pizza 


TV TERROR 

What s *rt th* Tub*? 
Tubular Tramp :rts, 
ind lh#y r* c*mlng 
if, « ;h th* icr**ft to 
j*t you! Jump aft 
th* . 4atC fm , , ,j§* 
your attack 
wh*r» th*' i if dew*. 


HATCHLINGS 


Karat* F M Soldi*? 
r *nnf *ut *f th* 
fls*f h«tch*s and 
jttack. C i your 
SI ah At- ick thn , »t 
th* f itt*m jf th* 
scr**n is use il 


ROBOT FOOT 

Th*y look |jk* nt**n 
machinw, ut th* 

Kok*l F* jt* s)*w 

moving jnd * %y t* - 

bt*f, Watch out f r ■ 
fh«ir hots nd iK.-ck 
wtafa ih*y naov* 
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LEATHERNEAD 


It won’t be easy to flush away this 
mutant. His three attack moves include 
a vicious tail swing, a triple shot, and a 
strangling grip. Wait for him where he 
I jumps onto the platform. Hit him 
r when he lands, then keep hitting him 
and he’ll get stuck 


IF you don r get Leatherhoud when he f»rsi attacks, use 
Kick to his head, then dodge his dangerous Tail Attack. 


T.M.W.T. 

THE 

MANHATTAN 

PROJECT 


GO TO iEATHERHEAD ► 


NO END IN SIGHT 

Oik; you pul «e t\\ M user out ef c mmini n, the 
rest •' the st* . » one ’ f hi unit n uortmenl 
of Fes) Soldiers Spear Foot Si >r F* f ir K ile Fc 4 
S II et ick in w v*« S<«y in the w lee n#jr the 

iltem-ef ih* screen li.nrf niekethent c me to \ e 


►start 


>eron i 
Pizza 


A MIGHTY MOUSER 

The waif tumbles down jn i e nf meuser pushes 
thrjwgh eleng with e t nlroller. Keep tlote to him utMil 
Jv> - t|, Mi n A* users, then k k iftpck ihe 

li.'le juys, «! close in ifein 





RAHZAR 


Rahzar is no pussy cat His daws j 

i Trrrpm 

are razor sharp, and h:s bream can mm 
freeze you like ice. Luckily, there is 
more than one way to skin a cat 
Use your Flying Kick continuously 
to confuse him. He won’t know 
where to attack. 


TTumi 


nrrrnTTTn 


dUfSnBk 


RESCUE APRIL 
FROM SHREDDER 

Master Splinter is proud of 
your progress, but the ) utic 
isn’t over yet. A">rii is still 
bcijig helu by ‘'bredder, 
and he isn’t *ionr You’ve 
^ot to isk your elf, is Mm 


hatt in rcallv worm this? 
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A FEW GOOD MEN A 
ST ONE GREAT 


The evil Cobra Organization 
has revived itself and their 
Atfantis operations base 
through use af o new found 
super power source) 


Cobra Commander is back! One year ago, the Joe 
Team destroyed Cobra Commander's base of 
operations. The ravaged base was located on the 
island remains of the lost continent of Atlantis. 
Since that time, Cobra has discovered and 
unearthed an ancient power source. They have 
also discovered that they could use the newfound 
power source to revive Cobra Commander and 
raise Adantis! However, this power source can also 
be used to destroy the world With your help. Gen¬ 
eral Hawk must assemble a strike team to take out 
Cobra Commander. Find captured allies and get 
help from Support Joes as you tackle this tremen¬ 
dous challenge! YouVe got a long way to go, Joe. 


Cade Name: 
GENERAL HAWK 


File Name: 

Abernathy, Clayton H. 


S/N: RA21275406 


GRAOE: 0-7 (Brigadier General) 
BIRTHPLACE: Oenver, Colorado 


You will start the game with General Hawk. He gat his 
stars the aid fashioned way he earned them in battle 
For overall effectiveness, choose General Hawk. 
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Code Name: 
WET-SUIT 

File Name: 
Forrest, Brian M. 

S/NT832-5847-LS11 


NINJA H 

* 4 - 


PORCE LEADER 


Code Name: 

STORM SHAOQW 

File Name: 
Arashikage.ThomasS, 


S/N: 392-8793-NJ11 


GRADE: E-6 

GRADE: E-8 (First Sergeant) 

BIRTHPLACE: Myrtle Beach, SC 

[ BIRTHPLACE: St. Louis, Missouri 

Wel-Swt is the only Joe who can survive underwater 
Since there are stages which have underwafer routes, 
you P need lo call an him He s great against Cobra Eels j 

Storm Shadow draws from generations of secret (are 
and practical combat experience He has the ability ta 
use o variety af moves and magic to aid him in combat 


OG I 1991 Hasbro, Inc All Cobra and or Joe characters and their distinct ve likenesses 
ate trademarks of Hasbro and arr used with their permission C> 1991 Capcom USA 
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G.I. JOE 



THE ATLANTIS FACTOR; 

—--J 1 


“This is Stalker. We all know that your 
ultimate mission is to take out Cobra, 
but you’ve only just begun. Remember, 


the shortest route is not always the 
easiest. There are many Cobra enemies 
along each route. Good luck, Joe.” 



After the completion of Route 1, General 
Hawk will be able to odd Wet Suit ond his 
SCUBA ©bilifies to the Joe team As you 
see from the Mission Map. Sautes 3 and 4 
hove underwater areas Wet-Suit is the only 
Joe wha can survive underwater for cn 
extended period af time. He is extremely 
adept and has ell the necessary equipment 
to tackle ony confrontation below seo level 


The Big Bear Radio is waiting at the end af 
Area A. Call in support Jaes to restore the 
hit points af are of yew team members 
The Laser Rifle will also be odded ta your 
weapons inventory when you complete 
Area A Find Storm Shadow end the Pulse 
RiHe after completing Area l Finishing 
Areo C frees up Roadblock to pm your 
team 


The action really starts ta heat up as the JOE team sixes 
up five new routes Duke shows up after Route 5 is 
cleared. Its extremely wise fc hove Duke an the teaml 
The redia at the end of Route 6 will allow you la call in 
Spirit Spirit will restore your life bor to full strength There 
is plenty of amma throughout Route 7, so take your time 
ond get at much as possible GungHa con be hailed on 

^ the radio which con be 
a jM found at the end af Route 8 
. . Gunq Ha will bring you 100 

W* . ' rounds o amma D»-aGfl an 

[tW &&,-• which routes to take 

according la what Items and 
A characters you wish to 

acquire 


ArecsDandEar* maze likeand will be relatively hard for the 
Joe team ta get through. One af the great things about this 
gome isthof you con, and will.utilize your wholeteam If ane 
Joe has token some damage and Is low an fwt pomts.switch ta 
a Joe who bos more power If you defeat an enemy ond can 
see that a Power Up is bouncing your woy, pause the gome to 
switch bock to a Joe who s running low an power An excel 
i^- — — lent player should be able to 

k.-A ,■.> I PojV.; 1 Ua '' >vt.i (' ir. 

' i ' this way You II need fs be 

i 01 full strength for Routes 1 0 , 

■“I H U and 12 

■HfHpj 3 aw«r Up appu* (unities are 

ft-w and far between 


The lest stages af The Atlantis Factor are 
very faugh Yaur team s fighting skills 
need to be at their peak levels Yau reoy 
lose a JOE in bottle, hut you can keep 
going with other Joes in reserve Any 
weapon is good for overall use, but each 
of them have capabilities which will have 
o more detrimental effect on certain 
enemies Watch the timer! 


ROUTES I-4 


ROUTES 


THE BEST ROUTES 

By looking at the mop screen, you con decide for yourself whech route* will be 
the b*5t for you ta take We ve included a couple for you fa try The first route 
is rather long, but if you complete every arec, you should bov© plenty of fire 
power end all the allies you need ta ga in and fake aut Cabrc The second 
route Is the Fastest way to Cabra However, we are definitely not implying that 
G I Joe The Atlantis Factor is an easy game If you choose fa toke the short, 
fast route, you II need fa be much better fhan the average Jae 


£3 « Re- - R7 - && - 

- R14 - R11 - AD - 


Best Route 

R1 ~ R2 ~ R3 - R4 AA 
R8 - m - AC - R12 - AE 
R15 - R13 - R16 - AF 

Fastest Route 

R1 - R2 -* AA- 46H R11 - AD-A1C- R16 


AF 


MftSTTI* SERGEANT 

1 COMMANDO 

IHEAVV MACHINE 'GUNNER 

fa A 

.a 

Code Name: 

DUKE 

SNAKE EYES 

HHT^, V Code Name: 

I ROADBLOCK 

File Name: 

Hauser, Conrad S. 

HliO File Name: 
MS^JClassifi e il 

File Name: 

Hinton, Marvin F. 


S/N: 234-D955-G189 

S/N: Classified 

GRADE: E-9 (First Sergeant) 

GRADE: E-7 

BIRTHPLACE: St. Louis, Missouri 

BIRTHPLACE: Classified 

Like General Hawk, Duke is a very goad overall choice 
for doing battle He s gat the courage and guts ta charge 
into a baffle first and is a great offensive cooch 

Snake Eyes perfected his martial arts techniques with the 
same Ninja clan that produced Storm Shadow He is 
equally adept with guns or swords 


S/N: 434-239D-WT27 
GRADE:E-6 


BIRTHPLACE: Biloxi, Mississippi 


Roadblock carries o mean machine gun, but he con 
also cook a mean dinner for the Joe crew 
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“This is Stalker again. The terrain on Power-Up opportunities. When you pick 
your approach to the island will be rela- up a new weapon, pay special attention 
tively easy to tackle and there are many to the effect it has on various enemies.” 



START 




When Route 1 starts, immediately press Select to switch to your 
gun becouse you If want ta power it up as soon as passible Go la 
Ihe left to collect three hidden Power Ups Soon after defeating 
several enemies, yovr gun will increase la Level 3 end will be 
able to shoot at three different angles simultaneously 


WHIP 

WARRIOR 


The Whip Womor is basically the same as the 

Cindwblock Soldier The only real difference is 

their weapons The Whip Warrior is not very 

quick, but be is very persistent! The best 

offense is to ga to one side of the screen, 

crouch down and 

shoot your qun in a 

rupid fire manner 

Crouching de#n 

allows more she’s 

to came in contact 

with the enemy MaWHroffWli 


You II have ta deal with militant foat soldiers, 
gunners and more Floating Mines here These 
mines dan t take as long to fire when compared 
ta the mines in Route 1 Ta save amma and 
improve your hand ta bond cambat skills, punch 
the mines if you con get close enough ta them 
Use Wet-Suit ta build up his weapons and clso ta 
save General Hawk from unnecessary damage 


General Hawk will start the mission off 
in the ruined temples just outside of 
Atlantis. The temples have been sub- 
merged, but have now risen along with 
Cobra Commander. The terrain is flat 
and the enemies are not too strong. 


Route 2 is fairly short. The once-sub¬ 
merged rums are in a little better state 
of repair here. If your gun is powered- 
up, you’ll want to spend some time in 
hand-to-hand combat with enemies to 

skills and build 


increase 




With each successive level of power built up, 
the gun will be able ta fire cl another cngle 
in addition to the present angle A Level 4 
gun will fire simultaneous shots at 90 
(horizontal), 65, 45 and 25 degrees Route 4 
has gunners located far ebave the surface of 
the water A Level 4 gun can take these guys 
out with ease Only one round of emma is 
deducted from your total supply *o matter 
how many directians you have shots firing. 


The easiest way to get through Route Four is to 
use Wet-Suit When Wet-Suit is underwater, 
you can change characters to pick up a quick 
Power-Up, but you must switch back instantly 
to Wet-Suit If General Hawk is left underwater 
without a proper breathing apparatus for more 
than two seconds, he will lose Hit Points. 












































































































CIIMDERBLOCK 

SOLDIER 


He s tog, blue and mad at you! His first method of attack Is 
to slam you or* the head with his cindorblock sledge 
hammer QuchJ |f you crouch down at the side of the screen 
he wont be able to swing his weapon, but he will k ck you 
Make sure your gun is at Level 3 for the best chonce to 
defeat him 


GOAL 



Flooting Mines will appear aut af thtn air fa block yoar 
path You ccn eosily dodge them, but its probably best to 
punch or shoot them because they will usually yield o 
Power Up ar o supply of ammo If you wait Too long to 
attack, they can shoot out a multidirectional spark shack. 


Wet-Suit must be cerefu! to avoid the moving mines If 
he comes too close, they will trip, follow, explode 
ond break up into shrapnel It s best to shoat them 

from distance A 

, L'-VI- 3 3' 4 >»' fL*-: 
tin - jUO nic-ly t- • SMf; 
f< *«-■* all t-'K Pow- 
■ Ups wh f !?- you o 1 ^ 
und^-wn'er 


FLOATING MINES 


TO THE DEPTHS OF THE POND 


Cobra SCU8A divers will hound Wet-Suit as he 
travels through the eerie depths af the Route 4 pand 
They wifi fire mini horpoons at Wet-Suit, but the 

harpoons are foidy 


easy fa avoid because 
there are rock farma 
tia ns to hide behind The 
SCUBA divers must be 
hit three times before 
they will be defeated. 


Route 3 is like two separate routes. Gen¬ 
eral Hawk can easily handle the upper 
route and Wet-Suit can negotiate the 
underwater passage with ease. Choosing 
Wet-Suit and going down through the 
water is probably the best route to take 
because there are more Power-Ups to be 
found. 


MISSED 

POWER-UPS 

Unless you desperately need them, 
don’t follow Power-Up items to the 
left if you missed them the first 
time Whatever you defeated to get 
that Power-Up will have returned, 
but this time they may have no 
item to give you if you defeat them 
again. 




GOAL 


If you p loo an going urdeiwater, there is 
no choice— you must use Wei Suit He is 
the only Jae pro pored to tokf th? 
plur>ge Any character ccn jump inta the 
water in any stage, but a^y Wet Suit 
can submerge himself Press the A 
button fa send Wet Suit under the 
wafer Laak for hidden chests which 


look a lot like rock formations Punch 
or shoat them to find Power-Ups and 
other gaadies Wet Suit ccn jump o bit 
higher when underwater, but when he t 
all the way at the bottom, a leap up aut 
of the wafer won t be possible Find 
'edges or rock formations to get up and 
aut of the water 
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“Stalker here. Get ready for some serious sure to consult the maps—they are very 
searching and battles with tough bosses, helpful. We all know you can do it s Joe. 
Areas A and B are long and complex. Be Fight hard!” 




LASER FIGHTER 


This type of box fomtohon will usually 
contain el least on* Power Up 
Sometime* they will contain other useful 
item*, too! Shoot or punch the boxes. 


Laser Fighters will fire off several rounds 
when approached The best woy lo defect 
them is to |ump over and punch from behind 


Search Area A look¬ 
ing for captives 
wbo have been tied 
up and left stranded 
by the Cobra Orga¬ 
nization. The first 
half of this area is 
not too difficult, 
but the second half 
is rather hard to 
search because you 
must ndc various 
lifts looking high 
and low for cap¬ 
tives. 


Area B is the most difficult stage so far 
in this mission. Your character will 
automatically place a bomb on each X 


m the area when the X is passed over. 
The tune limit can come into play if you 
miss some of the markers. 


Us© the platforms to 
mok© your way up and 
down through the level 
Learn th© timing of each 
enemy sa you can 
do doe Iheir shots 


Avoid most of the 
tnemie* in Arte I 
Concentrate on geftinf 
the Power L^s end 
ammo that ere out In 
the opea 
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_ . _ until you reach the launching pad for the 

Area C is much shorter than Areas A or B. space shuttle. Ascend the launching pad 
Move right defeating most of the enemies using the moving platforms. 


Use the moving platforms on the right 
and left to make your way up the 
launching pod tower Wait for the 
foot soldiers lo move owoy from you 
then time your jumps lo ovoid the 
spiked girders Fire Fly awcifs you 
instde the rvase of the space shuttle 


CONFRONT EACH 


Overkill walks toward you and fires off 
exploding missiles. After firing the 
second missile he will jump up and over 
you while raining sparks down upon 
you. You must jump to avoid the mis¬ 
siles. Shoot or punch Overkill just 
before he jumps. When he jumps, 
move quickly to the other side of the 
room then blast him with vour gun. 


Fire Fly will first shoot an energy bail at 
you, so jump quickly! Wherever you are 
standing when Fire Fly disappears is the 
same spot he will reappear. As soon as 
he disappears, you’d better move from 
that spot—fast. On his second attack, 
Fire Fly will try to crash into you. A 
wide laser attack will come at you on his 
third attempt. 


What a slime! Well...what do you 
expect from a character named Cess¬ 
pool? This boss will appear, disappear 
and reappear. No problem you say? 
Guess again! Cesspool will reappear in 
the same area that your character was in 
when he disappeared. Obviously, your 
character should immediately move to 
a different area. 


MORE! 


!THERE 


By no means is this over! WeVc only scratched 
the surface. The remaining levels of GJ. Joe: 
The Adantis Factor are extremely difficult and 
only those gamers brave enough to fully accept 
this challenge will prevail. A true Joe will always 
come out on top because they will fight for 
freedom wherever there’s trouble and will never 
give up. Look out, Cobra! 


DIFFERENT ENEMIES 
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CASTLES AND CANNONS COME AUVE 


Jaleco's unique strategy and action game comes to the NES from a suc¬ 
cessful engagement at the arcades. Your aim in Rampart is to secure a 
large territory by building walls, or “ramparts" around .ill the castles in 
a territory. The only problem is that the enemy, either computer- 
controlled navies or a human opponent bent on building his own 
walled empire, destroys your ramparts with cannon shots. After each 
battle, you have a limited time to rebuild and expand your walls, but 
how you build and where is determined by the shapes of the rampart 
pieces. By enclosing larger areas of territory and new castles, you’ll add 
new cannons for extra fire power. You’ll also earn points that deter¬ 
mine the winner. Although the graphics are simple, this game is fasci¬ 
nating and fun. 



There ora rwa sols 
of options available 
to Rampart 
Commanders In the 
single player game, 
you can cboase your 
difficulty level and 
different mop grids 
Two player options 
include rum her of 
shots required to 
defeat a cannan and 
the number of 
battles per game 


OPTIO 
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THE ENEMY AT SEA 



WHITE SHIPS 


j. Most enemy fleets consist of 
flk White-masted ships. Each ship 
fires one cannon shot at a time at 
v your walls. Some ships are fast, 
whereas others don’t move at all. 


TANKS 

Tanks move onto the 
land when o ship 
reaches the shore They 
haross your builders 
during the Rebuild 
Phase Yog cent bmid o 
rampart where o look is 
located. 



YELLOW SHIPS 


The Yellow-masted ships are rare 
and usually appear amidst many 
white ships. They are tougher to 
defeat, but they still shoot only one 
shot at a time. 


CANNONS 

You receive extro eonnons 
by enclosing oreos ond 
corning battle paints. 
Cannons con be placed 
only in the block areos 
enclosed by romparts. 
Closure is enheat 


KEEPING UP THE CASTLE 



m—m - 



KI 

T 


TT 



The Rebuild Phase of the game is CnticaL You have 
only a limited time m which to repair the damage to 
your walls and enclose your castles and cannons. A 
block appears above the castle at the beginning of 
Rebuild. You must find a place to fit it into your wall, 
either to fill a hole or to add onto a wall. The pieces 


can be rotated and moved to any part of your terri¬ 
tory for placement. Once a piece has been placed on 
the map, another block appears. By placmg these 
blocks strategically, you’ll rebuild your fort and 
enclose the castles. If you fail to enclose at least one 
castle, you’ll lose the round. 



BUILDING BLOCKS 


The most diallonging part erf the game is the Rebuild 
Phase, during which you must patch the holes in your 
walls ond extend your ramparts lo enclose new territory 
using the various Rampart Blocks As the game 
progresses, the Rampart Blocks become more complex, 
and more difficult to place 



BOMBARDMENT 


As you enclose new temtory ond 
win battles, you will be awarded 
with extra cannons Cannons can 
be placed only inside an 
enclosed crea Each cannon fires 
one shot nt o time during the 
Bottle Phase, so having more 
cannons means you II 
hove a greater chance 
of sinking ships in the 
one-player gome ond 
damaging walls in the 
two-player gome 
Cannons ore tough, too 
It tokes multiple hits lo 
destroy one When 
enclosing new territory, 
always leave enough 
space to fit m extra 
cannons 




THE TWO-PLAYER TRIUMPH 

You face each other across a body 
of water, two commanders 
behind strong walls, cannons 
primed and ready. Suddenly you 
hear the word “Fire!” and the 
battle begins. This is Rampart for 
two—a game of strategy, speed 
and incredible fun. Somehow, 
victory means more when your 
opponent begs for a rematch. 






















































The goal of the one-player game is to defeat the 
navies in each of the areas around the island. You 
begin on the easiest level in the northwest area, then 
move to more difficult areas if you continue to win. 
To win the war in one area requires enclosing all 
castles and earning high point totals. 


6EGIiAINii[R 

LEVEL 


More advanced levels arc 
reached by defeating navies sev¬ 
eral times m a row, enclosing all 
your castles,-and amassing lots 
of points. You can earn points 
by sinking ships and by enclos¬ 
ing territory and castles. 


As you progress further* more 
ships attack, and many are swift 
and make difficult targets. More 
yellow ships appear, and more 
castles must be enclosed. Enemy 
gunners also destroy strategic sec¬ 
tions of wall + _ 


Youj first casde-buildmg cam¬ 
paign begins with few enemy 
ships attacking your fort and only 
four castles to enclose. The ships 
are'sljpw and the Rampart Blocks 
are; simple and easily used to 
make repairs. 


GENERAL 

TIPS 



WATER CANNON 


Place the conrwns 
as das© to the 
water us possible 
Your cannon balls 
will be in the cir 
less hme, which 
means you con 
shoot more often 
ond hit mom ships 



rMl'i 





T* 




TAKE ACTION 


If c block doesnt fit 
where you need if, 
don t waste hme 
with it Put it in 
another hole, slap it 
overo hole,orstar 1 
a new endosvre 
around another 
cost!© 



USELESS AREAS 


Although you can 
enclose an orea 
as Small cs ane 
. building block, it 
won t do you any 
good To continue 
the battle, you 
must enclose at 
least one castle 



COMPARTMENTALIZE 


Enclose each castle 
in its own rampart 
compartmentas the 
game progresses 
The likelihood of 
keeping a castle 
enclosed goes up if 
you da ifris 



THE COVER UP 


ir a piece wan rnrir 
a hole, maybe it 
will fit aver a hole 
Turn the rompart 
piece to see if you 
can lay it across 
a gap ond thereby 
complete the 
enclosure 
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-With more castles 
to enclose at the 
advanced levels, 
you must choose 
your beginning 
castle With care. 
Usually the Castle 
in the middle gives 
ypu the most 
options, x 


In the advanced 
ltftds of Rampart* 
you’ll face fast 
armadas * with 
g^nriers who aim 
carefully at stra¬ 
tegic poults of 
your wall. 


TWO-PLAYER TIPS 


SWISS CHEESE 


If is better to blow 
fall of small holes 
in your opponents 
wolls than ta 
knack the entire 
woll down Hale* 
are hard ta hit but 
walls are easy lo 
build 


1 Itis harder to replace 
1 holes in wall* that 
• are built on the edge 
| of the screen or 
■ water, because 
| many pieces won't 
' fit Similarly, you 
; should** t build on 
] the edges- 


GET CLOSURE 


CLOSE TARGETING 


Achieving closure 
around at least one 
cosrfe is essential It 
isb*$ftoendosefhe 
castle with the most 
cannons. Try to de 
voifate the oppo¬ 
nents castle with the 
most cannons 


Aim at your oppo¬ 
nent s nearby 
castles first Since 
your cannonballs 
are in the air less 
time, you II be able 
to fire off more shots 
during the limited 
time of the battle 



SINGLE BLOCKS 


Dar t place 
corners ogamst the 
water or edge af 
the screen If the 
earner block is hit, 
only a single 
black will fill it. 
and they ore often 
bard to come by 



CLOSEST SHIPS 


Aim ot the nearest 
ship* first Their 
cannon bolls 
require less time 
to reach your 
walls, and can 
wreak greater 
havoc 



YELLOW SHIPS 


lenow *mp* are a 
threat because 
they ore hard to 
kill Wipe them 
out early while 
you still have time, 
then move on ta 
the white ships 



SLOW DOWN 


Aim for the 
slowest ships first 
They are easy to 
hit and if you sink 
them there will be 
less damoge to 
your remparts 


EXTRA CANNONS 


tour fire power 
increases by one 
shot with each 
added cannon 
Make sure ta leave 
ample room in each 
enclosure where 
you con place extra 
cannons 
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6 aoto 


Hey man—Bart Simpson here! Check out my most awesome while that most bogus Montgomery Burns tries to ruin our 
adventure yet in The Simpsons: Bart vs. the World! I get to trip. I say no way, though—as long as Bartman is around, his 
travel all over the world and visit the most bodacious places plans are going to be foiled everytime! 


AWESOME ITEMS, DUPE I I 


Toss these at ony 
dudes who try la 
moss with Bari, and 
they II back offl 


Pick up 15 Cheap 
Krusty Dolls for o 
handy extra Bart. 


Grab a Small Diamond 
for some bodacious 
bonus pointsl 


-.Gel the Bartman 
C and Bart can fly 
J for a few seconds 
For real, dude! 


A fcg Diamond means a 
totally cod extra Bart for 
you! 


Time far a refill I Grab the Grape 
Squishee lo replace one of Boris 
missing Life Dots. 


Just on aid dude s head 4 ? Au contra ire 
reon fretel This hood will make 
Bart temporarily invincible 


w Firecracker Balls 


heap Krusty 


Small Diamond 


tebediaKs Head 


The Simpsons™ & © 1991 Twenties Century Fox Film Corporation All rights reserved. © 1991 Acclaim Entertainment 
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The first stop on Bart’s itinerary is China. He’s supposed more exciting—like jumping ship and heading for the 
to take a nde on some junky junk, but that’s way too Great Wall! No sightseeing for this kid, though. It’s time 
boring for him. Bart is in the mood for something a little to skateboard! 


Touch the 
Mop Sign 
and you II 
bn off to the 
Giwt Wall 
for some 
real action. 


Start climbing 
the mails ond 
try to find a 
way to gel off 
this leaky tubf 


Talk to boby Maggie in China and 
she II give you the Toy Junk. Collect 
the Knwty Item in each ttoge to 
get the Bonus Gome ct the end 


Use the Super Jump from |uit below the Map Sign to get 
the Bcrtmcn, then fly up end around to get the Big 
Diamonds 


Fix the picture *o that it looks a little bit 
mam like Marge and you can earn some 
extra Krustys It s best to work up from 
the bottom row 


J A good memory will get 
you four extra Kfwstyi in 
the Card Matching game 


Test your Simpsons knowledge with some tough fnvia Answer three questions 
in a row correctly ta get three extra Krustys 


They don t 
maku wells like 
they wed to! 
Get some 
speed and hit 
the ramp to get 
ever the gaps 


There one ' 
of useful 
souvenirs to 
( iick up here 
like Krustys 
end Diemends 


Cheese tfte fight iloe» to exit 
or choose the left ta keep 
gang end collect more items. 


ADD IT ALL UP! 


At the end of the stage, you’ll 
get a hearty “congratulations” 
from Krusty die Clown him¬ 
self. He’ll add up all the Krustys 
you collected, award your extra 
Barts, and tell you of any special 
items you picked up. 


You must hit Fu Mon Chu, 
Montgomery Bums' third cousin, five 
times in the head with the 
Firecrackers in order to proceed 




Fuzzl* 


Simpsons Trivia 


CardMatch t 
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Bring your mittens, because Bart’s next stop is m the chilly maybe he could even build a Snow-Ban! Surely that would 
North Pole. There doesn’t seem to be much to see around be better than going to school, just as long as there aren’t 
here, but maybe Bart can catch a glimpse of a reindeer or any Abominable Snow Things lurking around... 


Take /our time 
going through this 
ke Cove—you never 
know what lie* 
ahead. 


Be sure to watch 
out for all those 
falling icidesl 


If you wait 
patiently, you 
might be oble to 
catch a Big 
Diamond among 
the snowflakes 


Totally awesome moves, 
man. You made it to the 
Mop Sign. 


Hem s o tricky jump Use the Throw Marge s snowballs at 
Super lump to moke it the icicles to loosen the specra 

across Krusty the Snowman doll 


You re not really stuckl Wait until the bubble is at 

Super run into the wall to its biggest before you |ump 
break through on it 


Pull the handle and take 
a spin at winning three 
extra Krustys Match 
three of a kind, and 
they're yours. 


This time, yeti hove to 

—- return Homer to his 

'normal* stole 

Although he might not seem very 
grateful, you II get four extra Krustys 


bominable 
now Bums 


H Jump on Manlgom 
^ ery Bums nephew s j 
V son s head five times to 
move on to a wanner place 


Watch out far these notaO' 
fnendly fishl 


The Sea Gulls will make a 
beeline for you as well. 


Tolk to Liso for o 
Firecracker fill up 


Melt the Igloo for the 
Krusty the ke-Cube doll 


Cowabungol You made it 
to the Map Signl 


Ice Cave 


Slot Machine 















































































ESYPT 


Now this is more like it, man! It’s time to do it Egyptian 
style m the land of the ancient Pharaohs, There is plenty 
of sand to build Sand-Barts, but the outlook isn’t good 


for skateboarding on tbs stop. Oh well—don’t have a 
cow, man. How about checking out this groovy Pyramid 
instead? 


f\jt up with Lisa play¬ 
ing her tax for the 
Krusty the Mummy 
doll 


ll s nor easy to keep 
up wilh this unpredic¬ 
table moving plol 
form 


Don I be too Jump over the Map 

anxious la gel out Sign to gel a 
rusl yeti Hartmon. 


Grab the handy Sal¬ 
man and By up to the 
secret entrance 


Watch your step on 
these bouncy 
platforms 


Here's another 
chance for some 
extra Krusty*. 


Rearrange 
Burt himself, 
but don I hove 
a cowl 


Vftrtch Mrtfor the 
Snakes as they swoop 
down foword you, , 


Step on Homer s hand* lo 
free him and receive the 
Krusty the-Sphinx doll, 


Maggie is waiting to give you 
the Krusty Sand Sculpture 


Ramses 

Burns 


The first stages were o H ffij a ifc i I 

breeze compared ta what is 
up ahead Let aul □ big 
*Aye Carumbu* end give the upcoming stages 


Use a Hartman to grab the Big 
Diamond* thet ere up hiqh. 


Try looking in the Pharooh s nghf 
ear for a secret axil 


Good thmlangl Here's the exit 


The Great Pyramid 


nmpsans 

Trivia 


Sliding Puzzle 
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HEEDING THE TELEt A7HIC SUMMONS OF PRINCESS EEL DA 
THE YOUNG WARRIOR, UNK , BRAVELY STORMED HYRULE 
CASTLE AND RESCUED HER FROM WE CLUTCHES OF THE 
EVIL WIZARD AGAHN/M LINK'S HEhOlC EFFORTS TO 
DEFEND HER WERE FUTILE HOWEVER AS WE WIZARD 
SOON FOUND AND RECAPTURED HER NOW, UNK SEARCHES 
FOR 7HE ONLY WEAPON POWERFUL ENOUGH TO DEFEAT 
HIS FOE AOAHNIM, POSING AS THE KING HAS PLACED A 
PRICE ON LINK'S HEAD 






SHOTARO ISHtNOMORI 





•l 



LINK, TAKE 
A LOOK AT THIS 

SIGN 


LARGE 

REWARD? 


Hmmm 

■'WANTED 

FOR 

KIPNAPfmt 


THIS IS MOKE 
, -iER/OV# THAN T 
L THOUGHT/ 


WELL, 
THANKS FOR 
YOUR HELP/ 


PONT MENTION IT WITH 
THE KING HAVING GONE 
OVER TO THE PARK &!PE, X 
HAVE NO REASON TO 
7URN YOU IN 


















T AM CERTAIN HE CAN 
-K Tat YOU MORE OF THE 

MASTER SWORD 


_THI5 MARKS THE 
LOCATION OF 

SAHASRAHLA THE ELDER S HOUSE 


HE IS A DESCENDANT OF ONE OF 
THE SEVEN WISE MEN WHO SEALED 
THE GOLDEN LAND BO LONG 

AGO ^ 


AN D WITH THE 
MASTER SWORD 
L CAN DEFEAT 
ASAHNIM RIGHT? 


/ THAT'S A ^ 
QUESTION FO* 
SAHASRAHLA MY ADVICE 15 
THAT YOU FIND HIM PE FORE 
THE WIZARDS MEN 
. FIND YOU/ 


HmM*. 


EXCUSE ME, 

SilT DO YOU WOW 
THE WAY TO 
SAHASRAHLA5 
HOUSE? 




























THIS 

WAY? THANK 

YOU/ 


WHAT 

DO YOU MEAN, 
HE 5 NOT 
HERS? 


WELL, YOUNG WAN, WHEN THE 
MAIDENS IEGAN TO WS/HFEAA, 
THE *UMOR$ TEG. N TO ELY. 
WHEN SAHASMHU H6A*0 WAT THE 
WIZARD MIGHT fE <E5P0NSIILE, 
HE .IAN?, "i O IT HAS IEGUN...* 
AND PISAiVEASEI? HIMSELF/ 


^00 YOU HAVE 
ANY IDEA WHERE 
. HE WENT? 


IF YOU hSK IN THE VILLAGE 
SOMEONE MAY KNOW WHERE 
HE IS IF I MAY ASK, WHY 
ARE YOU LOOKING 
FOR HIM? 


' IM SORRY, r*UT 
YOU KNOW WISE MEN 
LIKE HIM THEY OFTEN 
WANDER OFF WITHOUT 
NOTICE, IN SEARCH OF 
ENLIGHTENMENT / 
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I NEED TO INQUIRE 
ASOUT -me MASTS* 
SWORO 


master 
SWORD?' rve 
HEARS* OF THAT 
LEGEND 


THE ANCIENT SCROLLS ' 
TELL OF A PROSPEROUS 
PEOPLE W1 \0 ONCE IN1U0ITGP 
THIS LAND 


THEY CHEATED MAfty 
POWERFUL WEAPONS AND 
ARTIFACTS AND HIP THEM 
THROUGHOUT HYRULE. THE 
Master sword was their 

ULTIMATE TREASURE 


ITS SLADE WAS 
SPECIALLY TEMPERED TO 
RESIST EVIL POWER, OR 
SO I'VE HEARD 


NOW, IT IS 

SLEEPING DEEP IN THE 
FOREST KNOWN AS 

THE LOST 
WOOPSF 


V t 

















HEY/ 
trs HIM/ 


you :jze 

VMER ARREST PY 
OR PER Of THE 
KINGf 


GET 

MOVING/ 


IF YOU THINK 
IM GOING TO 
GO PEACEFULLY, 
YOU'RE MAO/ 























^ LIGHT A s 
TORCHf IT'S GETTING 
TOO PAXK. 7 u see 
ANVTHING' 


\y WHESEtJ 1 
( HE GET TO? y 

















I SUEFS I 
GAVE THEM THE 
*£/*=/ 


«.Asr/ PAN OUT' 
HE CAN T HAVE 
GOTTEN TOO FA/?/ 


00 YOU MEAN 

6AHA6RAHLA * PO 
YOU KNOW WHErtE 
HE IS?/ 


YHE OLP MAN 
AftKEP ME TO TAKE CARE 
OF HIS WIFE WHILE 
HE WENT AWAY 


THE OLD 
MAN?/ 


MY OLVEA 

BROTHER WAS FIGHTING 
THE SOLPlEisS ANO 
OOFSl THAT’S A 
SECRET TO BAP 
GUYS/ A 


00 1 

LOOK LIKE A 
BAP GUYf 


LOOK 

AT ME' 









J CANT VELIEVS THAT 
'AHAGfcAHLA 7XAVELLEP 
TKi'iOIGH THIS ^ 


...JAM# 
FOXBFT THIS 
PrtrtGfaOUs 

CUFF 


r ANP " 
THIS SUMY 
SWAMP/ 


HOW PIP HE 
PO IT? HE $ 
JU?T A FBBBLE 
OU> MAtif 













TW ‘ 

MLJfiT ■£ 
IT.. 


. me EASTERN 
BAlACE WHERE HE 
HIPING OUT.., 


NOT jVOR€ 
CLIMBING / 


3HUFF... 
FUFF... f 


A ...THAT... 
f lcTTEK..,f£ 
HIM .. 

































































YOUSE fi ;JUW.L Segspr.'g^ 
AREN'T YOU. ? MY NAME Jf 
iflW. JTK LOOKING FOR *“ V A|I 
THE MrATER CWORP 0 I CAN s 
t*. TOT AOAHNIM AND RSSCUE 
W PRINCESS ZELC . I HEMP 
‘I YOU KNOW WHERE IT IS/ 


YES r 
AM WP£BP 
B AHASKAULA' 


xHm 



























































=UT VOU YOU ARE ' - 
JUST A BOY I CANNOT 
BELIEVE A YOUNGSTER 
LIKE YOU If LOOKING FOR 
THE WASTE* fiW OnW . 


UHH DON'T 
JUDGE ME SIY MY 
SfZ€/ I MUST 
FIND IT/ 


NOT JUST 
ANYONE CAN USE 
THAT MIGHTY 
BLADE/ 


THE ^-n 

ANCIENT LEGEN9 SANS 
"THE HERO WILL COME 
ON CATACLYSMS EVE, 
BEARING THREE SYMBOLS OP 
VIRTUE. 

THE MASTER SWOXP HE WILL 
THEN RETRIEVE, 

KEEPING THE KNIGHTS LINE 
TRUE." _<rfl 


THREE 

SYMBOLS OF 
VIRTUE'?" 


WHAT DOES 
THAT MEANT 
WHAT ARE 
THEY 7 


S' THE SYMBOLS ARE "S 
THE LEGENDARY PENDANTS 
OF VIRTUE I CAN HEL? 
YOU WITH THE PENPANT 
OF COURAGE A 


THE REMAINING TWO 
PENDANTS IS NOT A QUEST 
TO BE TAKEN LIGHTLY „DO YOU 

REALLY BELIEVE YOU 
i CAN ACCOMPLISH THIS 

TAGK, YOUNG MAN? 


OF COURSE/ 

BESIDES, I 
PROMISE? 
ZELDA / 


SYMBOLS OF 
VIRTUE'?" 


WHAT DOES 
THAT MEANT 
WHAT ARE 
THEY 7 


^ THE SYMBOLS ARE 
THE LEGENDARY PENDANTS 
OF VIRTUE I CAN HEL? 
YOU WITH THE PENPANT 
OF COURAGE A 




























I HAVE TO BRING 
AGAHNIM TO JUSTICE 
FOtf WHAT HE OIO 
TO MY UNCLE// , 



HERE THEY 
ARE/ 


HAND OVER 
THE BOY f 
OLD MAN/ 


SILENCE IMPUDENT 
FOOL Wt ARE ON THE 
KINGS BUSINESS/ 


SUCH CONDUCT 
IE UNBECOMING 
THIS PLACE 




































WAa.AHHHH/ 


ao ms is 

THE ‘OWE* OF 
THE PENPANT 


LXCEUEHT/ 


I WILL RISE TO 
-mE CHALLENGE OF 
THE I ENOkNTS AND WITH 
THEIK POWER 1 WILL 
PESTROY YOU, 
AGAHNIM'/ A 















I From AqENT #614 

Unlimited Mice 


If you’re tired of falling into Tom’s mousetraps, there’s away 
to give yourself unlimited chances to foil his mischievous 
feline plans. The game has two title screens. Make sure that 
you key in the following code when you see the screen that 
shows an illustration of Tom and Jerry. Press the Control 
Pad and the A, B and Select Button m this order: Right, 
Right, Up, Left, Up, Right, Down, B, A, Select. Then press 
the Start Button twice to begin the game. The meter at the 
bottom of the screen will indicate that you have 99 lives in 
reserve. The number will never decrease, even when it 
appears that you’ve lost a life* 



Pr«s Right. Right. Up. left. Up. Right, Down, B. A and Select when the cat aid 
mouse title screen eppears You II trigger unlimited lives 



The game will indicate that you have 99 lives in reserve When you Jose o life 
though, the number will not decrease, resulting in mfirvte Jives in reserve 

Bonus Rooms 

Several bonus rooms are scattered throughout your cat¬ 
chasing adventure They each contain small cheese pieces 
which you can collect for bonus points At the top of World 
1-1, there’s a large crack between two bricks which you’ll 
find while standing on an L shaped piece of piping. Press Up 
on the Control Pad there. You’ll climb into the crack and 
enter a bonus room. World 1-2 is a maze of pipes. Use a 


piece of gum in the lower right area of this stage and you’ll 
float up into another hidden bonus area. When you reach 
the roof of World 3-1, you’ll find a bonus room by walking 
mto the wall at the right edge of the roof, two beams from 
the bottom of the area. There’s another bonus area in World 
4-1. Jump into the VCR slot for cheese-a-plenty. There may 
be more hidden areas. Let us know if you find them. 






A crack between bricks in World 1 1 Use gum to blow a bubble and floor 

leads to a cheese-filled bonus room info o bonus area in World 1 2 



Run fa the right edge of World 3 l and 
you II find a bonus area in the bricks 



The VCR slat in World 4 1 sar/es as 
an entrance to another bonus area 



■ From AqcNT #>82 

Sound Test 


You can listen in on the music of Palamedes before you play. 
When the title screen appears, press and hold the A and B 
Buttons on Controller II, 
then press the Start Button 
on Controller 1. A list of the 
five pieces of background 
music m the game will 
appear. Use the Control Pad 
to choose the different titles 
and enjoy the music without 
facing the challenge of the 
game. 



When the fide screen appears, press 
and hold A and B on Confroller II and 
press Start an Controller 1 Then choose 
from a list af muwc pieces. 
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From Aqent #80$ 

Level Warp 


There are keyed-in codes which allow you to challenge the 
American Gladiators in the three advanced stages of the 
game. When the title screen appears, choose the number of 
players and press the Start Button, then move the cursor to 
the password option. You can choose Level Two from this 
point by pressing the A and B Buttons m the following 
order: A, B, A, A, A, A, B, B. Then press the Start Button to 
begin. The password code for Level Three is A, B, A, A, B, A, 

A, A. You’ll enter Level Four by keying in A, B, A, A, B, B, B, 

B. While you can instantly access advanced levels with these 
codes, it does pay to practice in early levels before you take 
on the tougher challenges of more competitive gladiators. 
Master the basic moves, then see just how far you can go m 
this wild test of fighting skills. 



Key in ABAAAAEB as your password by pressing the A and 8 8ottons, then 
press Start and you I* wurp directly to Level Twa 


PRSSMORD 

RBRRBRRR 



ORD 








The passwords far Levels Three and Four ace ABAABAAA and ABAABBBB 
respectively 



From Aqent #710 

Sound Collection 

Single out the sounds of Kickle’s puzzling adventure with a 
simple code. When the title screen appears, press and hold 
the A and B Buttons on Controller II, then press the Reset 
Button on the Control Deck. The words "Kickle Cubicle 


classified imiiimrm 



Sound Collecdon’* will appear on the screen with 
a sound number. Press the A and B Buttons on Con¬ 
troller I to change the number, then press and release 
the Control Pad in any direction to activate the select¬ 
ed sounds. 





Press and bold fhu A ana 8 Button* on the Controller II, then press Reset an the 
Conttol Dock and take a listen tc Kickle $ Sound Collection. 


FRCE 3 RLL 


From Aqent #717 

Level lO Warp 


You can skip Levels 2-9 in Cyberspace by uncovering a hid¬ 
den warp at the end of Level 1. When you get to the flashing 
section of wall at the end of the first level, turn around 180 
degrees and fire at the wall. The wall will disappear, revealing 
a due item which will warn you that you are nearing the 
warp to Level 10. Move forward and fire at the wall m front 
of you. When the barrier gives way, you’ll see a flashing sec¬ 
tion of wall Steer into it and youll warp ahead nine levels! 
This warp allows you to skip the introductory parts of the 
game and dive straight mto the thick of the Faceball fighting 
action. Have a nice adventure! 





rrQQ a 

Moke yc«r way to the end of Level 1 ^ Fire o» the wal! and you II reveal a 
and turn around I 60 degrees 


9 


i ; nrr vji hw wui ui*j you u pctcui u 

#> warning that you re about to warp 



Ssr 2^9 


Blast the next borne* to discover a 
hidden hashing section of wall 


When you ht the wall, you tl skip 
ahead to the challenging 10th level 


i > 




i, 

I 
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Wanted: Special Agents 

A populor octivity omong Nintendo gome experts is 
discovering tips and strategies. If yau’d like to shore 
your own special tips with us, send them in! Chaase 
your own Agent Number (3 digits) ond be sure to 
include it with your tips. 


Our oddress is: 

Nintendo Power 
Classified 
Information 
P.O. Box 97033 
Redmond, WA 
98073-9733 
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From Accent #008 

m v ! 


DM110 


The short demonstration of game play which appears 
before you begin the game usually features a fight with 
several enemy fliers, if you execute a simple maneuver 
though, you’ll change the demo so that the enemies don’t 
show up Play the game and beat the high score of 100,000 
points This should be simple if you complete the first two 
levels. Then enter the initials ZTT when you have the 
opportunity after the game is over. When the demo runs, 
no enemies will be present in. the action scene. 


| 

1 


Hit th* highest or* and register j«ur The game demonstration will run 
initials as ZTT Without an enemy In sigh* 


You can zip through the first stage of this shoot ’em up 
without taking a hit As soon as the game begins, fly up to 
the top of the screen and stay above the last three digits of 
the high score. Enemies will come and go, but none of them 
will be able to hit you! 


The reload will cause the fire, police Since you II hava very few expendi 

and transportation departments to give lures, you can lower faxes and attract 

you o break new citizens to your city 


fly solely through the first level above the high score. 


If you re managing o large city, you prob- At the beginning of a new game year, 
ably spend <i lot of money on police and save the game, then load it again 
fire coverage ond transportation. immediately 


From Accent #787 

Coverage 

Whenever you load a saved game in this city management 
simulation, the fire, police and transportation departments 
give you a break by requesting no funds until the beginning 
of the next game year. You can take advantage of this situa¬ 
tion by using your funds for expansion, rather than main¬ 
tenance. As soon as you’ve worked out your budget at the 
end of every year, save your game, then immediately reload 
it so that you can continue playing. When you click onto 
the Tax icon, you’ll see that your police, fire and transporta¬ 
tion coverage will be taken care of with no need for expen¬ 
ditures. Since you’ll have surplus cash with this method,you 
can cither zone at a faster rate than usual or lower the tax 
rate. The citizens will appreciate the tax decrease and flock 
to your city. 


RftHlC NOME 

1 ZTT 

2 F*HN 
B VKZ 

4 *1. N 

5 MTO 
e- Kill 


SOOHL 
0012*7901* 
UOl unimn 


HVM UDOaObOQ 










































































From Aqf nt #787 


CLASSIFIED I 



A library will be added to your city once three schools 
have been built. You can promote the construction of 
schools by creating nice, well maintained residential areas. 




4 




All of Dr. Wright's gifts to your city are bestowed upon you 
after youYe made certain accomplishments. The mayor’s 

house,for instance,is award- ...__ _ ltM 3 

ed to you once your village 
has developed mto a town of 
2,000 citizens. What follows 
is a description of the condi¬ 
tions that you must meet in 

order to receive most other wtian yo<x town has 2,000 Bhz«M, 

you II sef up yewr own digs 


but Id yo»r OMt hO««*T Do 
ya« w««t To I jv* fiMr 
»h# re»i<lent« of your 
•ity or «fla you •«nr to 
build yntr hnaac I f» • 

■■■ lada^oroa^^Mioy from 


if 


The SimCity Savings and Loan is offered to you after you 
have a full-fledged city of 10,000 citizens and less than 
$2,000 in your city treasury. You can borrow $10,000 from 
the bank and pay off your loan over a period of 21 years. By 
the w ay, if you break the bank with a bulldozer, youll still 
have to pay off the loan. 


^3 


f- Is 


The children of your city will have a place to view exotic 
wildlife once you have a 
population of 10,000 or 
more and you build a sta¬ 
dium. You’ll be offered 
another zoo when you have a 
total of three stadiums. Once 
the conditions have been 
met, it may take several game 
months before the zoo is 
offered to you 



The addition of a zoo is directly 
affected by population and stadium 
construction. 






Youll be rewarded with special crime or fire fighting centers 
when youVe built six police stations or six fire stations. 
These bigger, better facilities provide more protection over a 
larger area than the standard stations. You can have a maxi¬ 
mum of three of each of these buildings. 




ft 


* 

W 



•IT" v ^ 








Your sister city in Holland likes to sec a lot of growth in its 
American counterpart. When 150 zones in your city are 
developed, your friends from the Netherlands will send a 
windmill to you whicb will promote growth wherever it’s 
placed. Another windmill will be sent when 500 zones are 
developed. 


As many as three large parks can be rewarded to you and 
promote continued growth in their vicinities. Each large 
park is offered to your city with an additional construction 
of 300 park spaces. 






Rails are a good pollution-free alternative to traffic-packed 
freeways and side streets. When you lay 50 sections of track, 
youll be able to set up a sta¬ 
tion to help manage the 
comings and goings of your 
busy rail lines. You’ll be 
awarded another station 
once 200 sections of tracked 
are down. 



Sot down 50 or 200 sections of track 
to earn c railroad station. 


Thtre s nothing that helps 
put your aty on the map 
more than an international 
exposition. If you have a 
capitol (50,000 citizens), an 
airport and a harbor Dr. 

Wright will give you the 
opportunity to hold an expo You 11 ,10V9 0 c , honc9 on 9 *p° 

' when your city bos growr *oa certain size 

m your City. and access.b.hty 





A miniature version of your aty which offers a new view of 
the grounds will be given to you as soon as your population 
grows to 50,000 atizens. 


Dr. Wright will reward you with a fountain to commemo¬ 
rate the 50th year of your city. It will help increase property 
values m the immediate area. 


-T' 


When space begins to get 
tight and you have nowhere 
to expand, you will periodi¬ 
cally be rewarded with zone¬ 
sized sections of landfill. 
These occur when you have 
150, 100, 50 and 30 zones 
that are undeveloped. 



Keep zoning everywhere and you II be 
awarded water-mplocing landfill 
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Konami’s latest entry in the universe of Gradius games, 
Gradius: The Interstellar Assault for Game Boy, has all 
the elements of its predecessors that keep fans coming 
back for more. The Vic Viper space ship can be given 
specialized missiles for its Power-Ups. You can also select 
your skill level, whether you want continuous fire, and 
which button operates which control. The secret to this 


game, like previous Gradius games, is how well you 
make use of your Power-Ups. In this case, the best 
weapon is almost always the Option—a ghost ship with 
all the fire power of your Viper If you max out with two 
of these Options, and learn how to control them effec¬ 
tively, you 5 ll blast your way into Gradius history. 
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Your choice of customized weapons depends in part on your 
style of play. If you have trouble dealing with ships that 
appear from the rear, then backward firing missiles would be 
a good choice. Two-way, forward 
firing missiles are probably the 
best choice for most space aces. 

The big Power-Up choice is 

cannons. 


The original Gradius for the 
NES set the standard for space 
shooting games. The ability to 
Power-Up your ship’s weap¬ 
ons is the key innovation. 


TK* Option Scmtn tor* you customize 
your ship ond the gome Grodius 
gtodiators with lots of experience may 
opt for the mom difficult levels of play 
Beginners will wont to check things out 
on the Easy level You con olso chonge 
your choice of wpopon if you Continue 
ai o particular stage of the gome. 


GRADIUS ~1 


whether to use lasers or 
IPs really a matter of taste, but the 
Double Cannon is probably the 
most versatile choice. 


Th* original G>adiv$ iniroduced Power 
Ups end Opiion* fa spoce ection gamei 


Each Laser has more chance of 
hitting an enemy than a single 

cannon shot,i- — ■ 

but they are I 

more limited Q Q | 
m the direction & 

of fire than ^ 

Double Shots lik 


The Ripple baem gives 
you the widest firing 
pafterr- 


A iingle. long team 
fires straight forward. 


Twin lasers add to the 
width of your firing 
pattern. 


worlds ta the Gredi 


NEMES/ 


Missiles shoot up or down from 
the Viper, then cruise along the 
ccilmg or floor until they hit an 
object. They* ^ 
also detonate L D 

if they hit an 
enemy while 
still in the air Sab - 


A s-ngle imsslto tire* 
up or down oi 
directed. 


Two missiles fir* 
forward, one up ond 


These missiles fire 
backword to protect 
your flank. , 


GRADIUS IH 


The basic cannon can be doubled 
for extra firing power. You have a 
choice of regular, twin or tad Dou¬ 
ble cannons "V ' ^ 

The regular 

Double is the |^| M 

best choice 

for most areas. Ar v 


Fires * -ecend stream 
af shots at a 45 
degree angle . . 


Blast what’s post with 
the r*or firing Tciigvn. 


Two »fr*ams of bullets 
riddle the enemy 


THE POWER SET 


Every situation calls for a different 
set of weapons, but you don’t always ^ 
have the opportunity to collect 
enough Power-Ups to change your 
weapons’ array The combination 
listed below is probably the strong¬ 
est: Two-Way Missile, Double, two 
Options and the Shields. If you 
have this set, you’ll be ready for 
almost anything 
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The game begins with your tiny Vic Viper being chased by a giant space destroyer through a 
meteor field. One touch of the space debris will destroy your ship. If you survive the maze, 
you’ll plunge into the planet and face a host of alien ships and creatures. At the very end of this 
long stage is a guardian with two soft spots and a lot of fire power. 
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Stay lo the loft of the Snake as 
it emerges from its hole As it 


I . ■ I Aliens prowl 
along the 

bottom of this cavern. 
Orop quickly dowe and 
blow them away Try to 
Rower Up ta get missiles 


wiggles up laword the top of 
the screen, follow it, shooting at Sis Head 
If you stay with it lanq enough, the Snake 
will be destroyed 


A 

* 


When pass 
\J I log through 
this narrow 

gap, line up your Options 
in front of you by moving 
the Viper backward The 
Options should destroy 
aliens who come at you. 


r 






This area is several screens 
high You con choose your own | 
winding route The easiest pnth 
is at the bottom Keep your Options in 
front af you, because thot is where most 
nf fha AruimtA^ will r*nr\&nr 



The interior of the huge alien vessel is lined with guns, missiles, and pods containing Power-Ups. Further 
inside you’ll encounter a gauntlet of flame jets and hidden guns. The Pods allow you to Power-Up with 
any selection of weapons. Missiles should be your first choice so you can break open all the Pods. F.xtra 
Speed-Ups are also very important. You’ll need the maneuverability when taking on the final guardian. 


























































































The giont 
ship chases 
you, but it 
won t catch 


you. Pay attention to 
the meteors instead 
Follow the route 
indicated, Hying 
over the first meteor 
m the middle, then 
keeping to the 
center 




As rocks 
tumble from 
the celling, 
the Viper 
wfll be sofe if you 
keep it at the right 
edge of *he screen. 
Watch for the 
openings 



GRADIUS 

THE INTERSTELLAR 
ASSAULT 



Aliens converge on the Viper from 
all directions Use your Options to 
spread your attack over o wide 
orea The Options follow the Viper, so move 
forward if you want the Options behind you 
ond sa forth. Extra Speed also helps, but too 
much reduces your contra! 



& 
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y 



Stay to the for left 
£3 I with your Optrans 
out in front of you 
The Options will clear o 
path ahead for the Viper 
and run interference for any 
aliens that get too dose 




In this region, keep 
I the Options behind 
you as the Viper 
stays close to the right edge of 
the screen. The Options wil! 
protect you from the flying 
aliens that suddenly pop up 



3 \ 







ms mtwc 

When this giant turbine spins, it sucks everything toward it, 
including your space ship. Extra Speed-Ups will give you the 
power you need to resist the force. Attack one of the minor 
guns at the bottom or top first while dodging the electrical 
barrier that appears. Next, shoot out the opposite gun while 
the barrier is to the left. Finally, attack the center of the Tur¬ 
bine while dodging the barrier. 
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This guardian is a mutant composed of two 
parts. Attack the lower part first. Wait in 
the safe spot between enemy lines of fire. 
Once the lower part is destroyed, the upper 
part of the monster detaches and moves 

down into the 
lower gap. Attack it 
head on, dodging 
its shots and avoid¬ 
ing it when it flies 
out. 


= 
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You’ve got another rough road ahead in this second Meteor stage. The route won’t be as easy as at 
the beginning of the game. Extra Speed will help you maneuver around the space debris, but the 
Shield may serve you even better. The stage is long and you’ll have to concentrate for the duration. Once 
you reach the end, a bizarre guardian that is half ship and half volcano blocks your path. 


START* 


I J I Collecf Power Ups 
through the Meteor 
Stage and boost your Viper * 
weapon! and defenses Extra 
Speed-Ups and Shields are good pro 
faction and both Options will give you 
oil Ihe fire power you need 




Use the Options to 
spread your fire wide 
whan these nxk enemies 
fly into view Position on Option m 
front of the rock ond blast awoy 
The Viper will remain safely out of 
the line of fire 





© : 
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The Outer Base, home of an andent civilization, swarms with the alien menace in the form of 
fighters and two mmi-bosscs. Follow the route indicated to avoid the worst ambushes of the 
enemy and, like always, try to get both Options for maximum fire power. You’ll need all the power 
you can muster against the monster guns at the end of the stage. 



START* 


Spread your Options out 
wide in a line through 
this eady stage where 
the enemies are os thick 
os thieves 



K Against the first 
I mini boss, keep 
ihe Option 
above the Viper and 
retreat to the left in front 
of the enemy 





Inside the Star Base you’ll face the toughest extraterrestrial forces in the game, from fighters, can¬ 
nons and missiles to more insidious mini-bosses. You’ll have to collect Power-Ups whenever you get 
the chance, but it won’t be easy. Shields and Options may make the difference between losing your 
ship and winning through to face the master enemy at the end. 



When the alien ships circle 
around your Viper, you 
have no choice but la blast 
straight ahead with the 


START* 


Options behind you 




This giant can’t 
be destroyed 
Dodge the shots 
from below, then fly to 
the upper corner behind 
it to avoid the last saJvo 
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There are a I of of Power Ups 
ovoifable, but you II need them to 
boost your weapons and defenses. 
Try to get both Options and the 
Shield by the hme you reach the end 



This guardian is half machine, half mountain, and it bas 
two devastating attacks. First you must watch out for the 
twin lasers. Keep to the 

middle and blast away -*43 

while dodging between the 

lasers. When the Volcano _ 

attack begins, maneuver _ = ^ 

the Viper into one of the ~~ — 

corners to ride it out. 


THE INTERSTELLAR 
ASSAULT 



^1 

| This second mim boss is now all fhor stands 
m yow way to the end Keep your Options 
in front and shoot out the lewer gun first, then take 
out the upp*r gun 




The large, tilted guns should be your first target. It doesn’t matter whether 
you attack the top or bottom. With the Options straight in front of you, blast 
away at the center 
gun. When the 
robot appears at the 
bottom, move 
down and position 
an Option below 
the Viper. 





ATTACK 

The flanking guns fire giant bouncing balls of plasma. Those 
balls criss-cross in the chamber. Fly the Viper down near the 
floor, then move forward when the balls leave an open gap. 
Once you’ve maneuvered beyond the balls, attack the center of 
the enemy. New balls will appear, forcing you to repeat the pro¬ 
cedure. Also watch out for the build-up of power on the center 
laser, which indicates that it is about to fire. 































































































VADVENTURE 
IN BELL RINGING 


SO MANY BELLS, SO LITTLE TIME 


Unlike most video game heroes, Ocean’s Super Hunchback 
is a peaceful sort who doesn’t have evil villains to conquer 
or beautiful damsels to rescue. His plight is to ring the bells 
of the land which are scattered throughout six obstacle- 
filled courses. He can run, jump, climb, swim and swing 


through forests and castles while completing his appointed 
rounds. But, he can’t do it alone. Unless you’re willing to 
guide him, he whiles away the seconds, unconcerned that a 
giant bell will sound the end of the round by dropping out 
of the sky if time expires. 


HUNCHBACK 




Our happy hunchback hero moves with an 
animated flair that adds a lot of humor to 
the game. Leave him alone for a moment 
and he’ll demonstrate a few yo-yo tricks or 
whistle a tune, waiting to get back into the 
action. 


If he $ hit by a log or cannon ball, the hunchback 
wobbles back and forth in a dazed stupor 


When the time expires, a gigantic bell closes in 
on our hero for a crushing encounter 





































There are a Jot of vuiuable item* within reach 
If y xaj hop from branch to branch in the tre*s, 
but wotch far ocomi 


Collect a 
heart for a 
valuable 1 
Up. 


Grab the fafty 
fruit in this area 
by riding on a 
ro?lmg log and 
leaping aff af it 
far extra height 


ir you re 
pegged by 
on ocom 
you could 
get knocked 


Scale ihe 
swinging rope to 
the top of the 
branch and 
you I) discover a 
1 Up ripe for 
I he picking 


IT you ride ffw riying 
cannon balls in this 
area, you II easily 
collect all of the 
fruit 


S»ay above water on the rafts and you II 
b* aWe to snog the Raating fruit 


If you fall into 

the water, you II 
have te press 
the A tuff rt 
fepidly to st>jy 

•Fleet, 


ikkkkkkkkkkkkkkkkk 


You’ll earn a fruit collec¬ 
tion bonus once you’ve 
cleared the stage. If you 
picked every piece, you’ll 
net a 1 -Ud 


Drop -rraighi <*own from lb* swinging 
rope and you II fall between the 
spjk-s into this bonus-filled area 
There is a 1 -Up hen?, but it s impos 
sible to pick up without failing onto 
th“ spikes h*faw Pass it by 


The forest is loaded with rolling logs 
and falling acorns. You may be 
knocked silly for a few seconds if 
you’re hit by one of these loose 
objects, but you’ll recover quickly. If 
you’re just trying to get from Point A 
to Point B, time won’t be a factor at 
all, but if you stray off course to col¬ 
lect fruit, bells and a 1-Up, keep an 
eye on the burning fuse. 
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LEVEL ONE 
COMPLETE 


FRUIT COLLECTED 
1 UO X 
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CC?*B THE CASTLE AND CLANG IHE BELLS 


The castle catacombs are trig¬ 
gered with a wide variety of 
traps. In addition to cannon 
balls and spike pits, you’ll find 
fireballs and flying arrows. 
Leap to avoid these tricky 
traps and continue your quest 
for the bells. The entrances to 
three bonus zones are hidden 
by optical illusions. Follow the 
map to find them. 


Yvmie cannon ocms ^ 

cor t eaue* yov gny ; 
barm directly, fireballs 

can. These Homing [I ^ I I ^ J f^ ie^ I 
messes Hy out of the T L., —L. -+—• 

same cannons os the ^ r *-t * > ‘ \ ‘ r - 

standard balls Wotch L T 7 * *, ' T* I 1" 

for them and |ump os !_*_!_* I ' afjfci . £ ^ , | [ 

they approach. Also ~t~7 t. ■ T f’r pLJ-l—X L 
keep on eye open for l— fc- ■h > — - * ■■ . - i 

the smoiler but equally These scorchers come from the same 
dangerous crows. source as standard connon bolls 


Arrows fly swift and straight Jump 
quickly ta ovoid them 


The entrance to the lower level of the ccstle is in the second pit of the second section 
Drop into the pit from the right side and push Right on the Control Pad as you re falling 
You II ao through rhe well ond enter o hidden onto 


BOMBS 

Collect five of 
these lettered 
devices to spell 
'EXTRA' fee a 1 
Up 


HOURGLASS 


HEART 


EXTRA 


Ring os many 
bells as possible 
to morose your 

point earning 
potential 


Hearts will earn 
you 1-Ups 
Collect them 

whenever 

possible 


STRAWBERRY 

The base point 
J value for o 
V •’ ' * 4f sYawb^rry is 
• Jff 20 points Nat 
Wr bod ot oil! 


CHERRY 

Grob o cherry 
fcuA to earn 10 
points multi 
plied by your 
belf level 


LEMON 

*v This sour fruit 
\ will score you 
\\ o sweet 30 
J points far 
y J every bdl 


MELON 


APPLE 


^ Pick a melon 
^out of the air 
fond you II 
/yearn ot least 
/ 40 paints. 


corn o 
minimum ■ 
50 points 


GRAPES 


BANANA 


DIAMOND 

/ \ \S nog a diomond 
i V 'ind you II take 
k V // in a basic 
W bounty of 100 
▼ points 


WATERMELON 

/\ A big fruit colls 
^ or 0 big bonus 
/T You II earn at i 
^ osf 80 po«nts 
for this one 


bonus of 


rau II earn a 
bunch of points 
when you grab 
grapes The 
minimum is 70 


I KJ 1 1 *£ 1 Zj t i.1^ 

ID POWER-UPS 

The wacky world of the Hunchback is loaded with items. Collect f ^ __ _a 
five bells and you’ll advance to a new bell level which adds to the k- 
value of the fruit that you collect 1 * 

The ©mount of Rv V 1 . ^ J 

be'lsthotyr-urinfl 1 v” 
effects (he point 1 ^ ^ r * 

value of fruit | ? 
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Hitah a rid® *a « cjmKm 
b®ll in lh® s«cond plf of 
thi* stcfi®n and yWII go 
through th® r®of into « 
bonus i®n® Th«r® s plenty 
oF fruit rip® F®r th® picking 
in this big art \, plus « 
vJwbit 14Jp. 


LEVEL 

TWO 

FINISH 


At > ,u'r® climbing up I 
lh® «xft yf this slag ®,) hi I! 
s«® a symb 1 n fh® 
column. Jump F jn 
invtsiW® l®cfg® ur. !®r this 
jymboi and jump again to 
Jh® f®dg® on th® far f®ft to 
«nt®r « j®nui-fill®d ®r®«. 


When you advance, to : new bell level, you’ll come across the entrance to a 
warp section. Collect all 10 pieces of fruit in the section and exit before 
time expires to earn a 1-Up. 


WARP SECTION TWO 

pleted the first Ikfl a* 


u you ve com 
warp section, you’ll enter this 
narrow, water-filled irea the 
next time you warp. Swim 
quickly to the top and collect 
the fruit along the way. 


WARP SECTION THREE 

Large b Jls swinging on ropes ^ t 1 

ire positioned to knock you off 

your raft in this area. Try to 1 c 4 j 

avoid getting hit and jump to 

collect all of the fruit before the 1 [' 1 J 

time is up. ggg 


WARP SECTION FOUR 

In this most challenging warp ^ 

section you must jump from 
one floating log to flic next and 
try not to slip when they roll. 

Collect the fruit, exit and rack ^ 

up another 1-Up. k/gi 


SUPER 

HUNCHBACK 


' c' ‘-is 
rj 

***** * 
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Spiked pits seem to be the 
specialty of the dungeon 
designer. You can't walk 
more than a few steps 
without coming up to an¬ 
other dangerous drop. Most 
of them are filled with water. 
If you should happen to slip 
into a pit, press the A Button 
rapidly and you’ll have a 
good chance of getting out 
before you hit the spikes. 


Several big balls swing bock and forth on rapes in 
the dungeon. II you re not looking, they II knock yov 

M into ° 5 P'kad pii 

—r Dodce th* m O'- 

theys,w;nq 

1-09 onto 

EaCLLfan-j gaps 


The cauldrons af the dungeon produce b,g bubbles 
You can ride an them bneRy, bet jump off be Fore they 
pop or you II fall 


The nghr wall of the third pit in this area is an illusion.. Once you 
drop Info the pit you can walk ta the right, through the wall, and fall 
into a secret chamber There, ycu II discover □ few spiked pits, 
several point-producing items and a powerful 1 Up 


By riding an 
cannon balls 
and cauldron 
bubbles you con 
get to the lop af 
this area and 
collect a 1 Up 
Be careful not to 
fall into the 
cauldrons 


LEVEL THREE COMPLETE 


Getting to the exit of this stage can be tricky 
Yau II have to ride o bubble straight up ta the 
level af the ledge, then hop o ode an a cannon 
ball os it Hies toward the goal Give yourself 
plenty af time to perform this maneuver or you 
may end up Under the big bell 
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By riding a cauldron bubW«, 
you can float through the 
illuwonary bricki in the coil 
ing here and nda up to o 
donger fro* zona Collect the 
bells, diamonds and o 1 Up 
in tha crea, then drop bock 
down and continue your 
quest. 


Them are 1 • 
Ups in most 
hidden areas. 
This one is no 
exception. 


Once you’ve hit 20 bells 
without cashing in your 
chips, you’ll be at Bell 
Level Five. Your reward 
for achieving this level of 
bell-nngmg mastery is 
the appearance of several 
diamonds worth 1,000 
points each. 


Once you va tut Ball Level Fiva, you con ring up tha score with 1,000 point 
diamonds. 


42330 


LEVEL FOUR 


unce youve completed me 
third level, you’ll still have 
three more levels to go before 
your journey comes to a close. 
After Level Three, 1-Ups can 
be pretty scarce. Hopefully, 
you’ll have plenty of them 
saved up so that you can ven¬ 
ture far into the remaining 
levels without starting all over 
again. The Hunchback’s work 
is only done when all of the 
bells have been rung. Keep 
searching for them and pick 
up fruit and the occasional 1- 
Up on the way. But watch out 
for sharp objects and fireballs 
They’re abundant in the 
advanced levels. 


Time is tight and you 
have very little mobil¬ 
ity in this underwater 
area. Search for hour¬ 
glasses to extend the 
limit and keep swim- 


LEVEL FIVE 


LEVEL SIX 

The big casde at the end of 
your journey is full of super 
sharp rolling blades. Ouch! 


You’ll have to be a 
real swinger in this 
level to make it from 
rope to rope without 
falling into the fire 
below. Be careful and 
tike your time. 


A 1,000 POINT DIAMOND RING 
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ini un 

Programming C -yr*ht fthTfli. 


HE SAID HED BE BACK! 

Terminator 2; Judgement Dey for Game Boy follows you will essume the character of John Connor for the 
the story line of the immensely successful ection first two stages end thee you will pley the role of the 
movie. There ere five reletively short levels in the geme, Term inetor for the lestthreesteges of the geme. Stages 1 
but the geme cen be difficult beceuse there ere no Con- end 2 ere set in the distent future. Steges 3,4 end 5 ere 
tinues. Between Stages 2 end 3, three puzzle-type set ie the present time. Between eech stage, Sereh 
screens will serve to further the T2 chellenge. One of Connor will eppeer on-screen to give you tips end to 
the interesting points ebout this geme is the feet thet inform you ebout whet to expect in the upcoming level. 



STAGE \i STAGE 2: 

Machines have taken over frtwde Sky net, John must 

woddl As John Connor, locate the T-900 storega 
/Ou mir.t drop the shield that prsa to Find a Terminator 
surrounds Skynet w the and re-program it Ho wiN 

resistance force can gam then tend it to the port fa 

**tiy to the fca-e. protect himself es a chad. 


STAGE 3: 

You, at the Terminator, fwrtt 
protect younjr John Connor 
from the powerful and 
versatile T-1000 cyborg. - 
Ride through The lot 
Angeles dreinoge culverts 
end fend aff the attacking T 


STAGE 4: 

toiicfc the Cybcidym Labr. 
the Termirmtcr must shut 
down the low security 
gates to locate and access 
the arm and chip which were 
left over from the remains of 
the first T-800. 


STAGE 5: 

The tefrnmotor meek up with 
the T1000 for the final 
battle. Your game ikUh wHI 
determine if our young hexsy 
John Conner, will grow up te 
lead the ftecsttince 
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WEAPONS 


Your character, either John Connor or the Terminator, ■ ..j -■* 

will receive different weapons throughout the game. The | I Q 

weapon will always be some type of gun. You will have B~JmT : -Up 

unlimited ammo in every level except Stage 5. Use the B - - 

Button to fire the gun. A total of four shots can be launched in a rapid-fire manner. By 
pressing the A Button to jump while shooting, the shots can cover a wider vertical range. 
You will usually crouch down and shoot to take out most of the enemies. 


DIFFERENT 

ROLES 


You play the first two stages 
of the game in the future as 
John Connor* Machines 
have taken over the world 
It's up to you to put stop to 
it In the present-day setting 
of Stages 3 f 4 and 5, you play 
the role of tht T-800 Termi¬ 
nator. Your mission is to pro¬ 
tect young John Connor and 
to stop the events which mil 
lead to the future disaster. 


When all five Power Generators have been taken out in the correct 
order, run to the right The Skynet Gunner will be waiting for your 
arrival You must jump up and shoot the Gunner to do any damage 
to it. However, the Gunner will fire a multitude of random shots 
which you must dodge. It will take quite a few hits to destroy the 
Gunner. Take your time and save your energy. 


The Skynet Gunner doe* oof move loo much, but it doe* fire o multitude of ihoFs ot you 
Stand in the middle of the screen. You must |wnp ond fire in ofder for any of your shots to da 
damage to the boss Duck down when the Gunner fires shot* ot your head 


Skynct’s supercomputers arein control of the world. Years ago, through vast technological 
improvements, the computers became self-aware and in a split second made the decision 
that the human race was inferior and should be eliminated. Oily a handful of survivors 
remain after the holocaust occurred. The survivors have joined together to form a move¬ 
ment called the Resistance. John Connor is their leader. The first task which John must 
attend to is to shut down the powerful forcefield surrounding the Skynet Complex by tak¬ 
ing out the five Power Gent rators which are individually situated at the top of fortified tower 
structures. T-800 Terminators, Skynet ships and a multitude of mines will try to prevent 
John from accomplishing his mission. 




TALLEST 

SHORTEST 


Jump up end touch the 
Mewoge Pod on the 
second to lo»t tower 
Your mother, Sarah 
Connor, will give you 
instructions on how to 
take out the five 
Power Generator*, 


Stand in front of the 
Power Generator tower* 
Press Up on the 
controller to direct your 
fire at them. Get out of 
the woy before they falJI 


You cannot exit Stage 1 if the Power Generators are 
in the wrong order. Avoid the mines and shoot the 
robots which block your path. The bombs which are 
dropped from the ships will not hurt you unless you 
are standing on or near them when they explode. 







• 
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T-800 STORAGE ROOM 

The ladders in the Skynet Complex are tough to negotiate, but 
you can usually jump up and onto them. The gaps in the floor 
are electrified, so don’t fall through them. Study the map 
because there’s only one way to go through the first half of the 




stage. Look out for the T-800 Guards and Mini-Gunners 


START 


RE-PROGRAM CIRCUITRY KEY 


THE T-800 

The re-programming of a T-800 is done m 
three steps, Connect the wires before the 
timer runs out. To function properly, the 
circuitry must be fully connected when the 
unit powers up, If you fail to connect the 
wires the first time, you’ll get one more 
shot at it. Tile l’s on the LED readout must 
turn to 0’s, 

This circuitry grid 
looks a bit over¬ 
whelming al first 
but if you 

concentrate on 
completing one 
wire of a time, 
you II achieve your 
goal. 



Pausing the game to study the circuits doesn't work because the screen goes hlank 
and “GAME PAUSED” appears, We Ve taken a screen shot of each completed cir¬ 
cuit to show you here. Take the time to memorize the layout of each completed 
circuit. Soon you 11 he reprogramming T-800 Terminators with ease! 



PROTECT YOUNG JOHN 



John Connor has made it into the T-800 Storage Room, successfully re¬ 
programmed a T-800 and has sent it hack into the past. The T-8Q0’$ assignment 
is to protect the young John Connor from the powerful new T-1000 cyborg 
which was sent into the past as well. The T-1000 has taken over an 18-wheeler 
and is trying to run John down. Use the T-800 Terminator’s shotgun to fend off 
the T-1000 in the approaching semi-truck. Avoid the debris m the culvert to stay 
out ahead of the T-1000. Aim for the cah of the truck to do the most damage. 



Shoot rapidly al ihe semi iruck s windshield lo gel BOOMI The truck bite* (he dust ond the T 1000 is 
to the T-1000 left behind He II be back, though 
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STORAGE AREA 


You cen try to get info toch of 
the fast five doors, but inly the 
middle door In thm Iasi row will 
grant you entrance Si ind 
dirtcHy in front of the doov and 
press Up on th« directional 
control for a few sico; 's. This 
completes the s He There is 
no boss 


DON'T STOP NOW! 

John Connor’s energy is not replenished at the beginning of Stage 2, Take 
extra care not to get hit by enemies in this stage. You won’t be able to 
avoid the mines in the lower long hallway, so you must have enough 
energy to withstand a few hits. 



Wait for the gun to drop down 
and then get it Don t approach 
the T-1000 for bond totiand 
combot unless you hove plenty 
of power 


CYBERDYNE LABS 


The Terminator will have to visit every area of Cyberdyne Labs to complete 
this stage. You’ll get the powerful 40 watt Plasma rifle here. Be careful to flip 
each switch in the correct order. You’ll have to go to the exit first and then 
double back to get through all of the electrified forcefields. The arm and 
chip which were left over from the remains of a previous T-800 await you 
after you have disarmed all of the forcefields. 


Flip fhft fait switch to gain 
access to the T8Q0 arm 


The Plaimo nfle Is 
powerful, but the ammo 
wen t last forever I 


There's not a whole lot oi action ra the Steel Factory, but you must use patience 
and perseverance to make it through and defeat the unrelenting T 1000 Termi¬ 
nator. The T-1000 will take some damage from your guns and lose the ability to 
transform itself. Constantly being able to shoot your gun is the key to defeating \ fj 
the T-1000. Each gun has a set number of shots. The drops which fall from the \ 
ceiling will not do any damage to you, but they will block your valuable shots. 

Get dose to the T-1000, shoot and then back away. 


Dnva the T 1000 to the right by 
using your gun. Ho won I charge 
you if kept at a distance. Toke 
your time and grab any guns 
thsl appear 


Laugh out loud as the T 1000 
falls info, thrash©* around ifc and 
is melted in the steaming vat of 
molten metal You ve wonl 


NASTA LA VISTA. BABY! 


STAGE 5 

















































































































































Caught InThe Middle! 


The deep-spacc action is fast and furious as 
your ship drifts .farther and farther into the 
ominous asteroid belt One of the first true 
arcade classics-has arrived on the small 
screen! Atari’s- late-seventies . brainchild 
translates exceptionally well to the Game 
Boy format. The graphics and sound are 
on the same level as the original. This 
addictive game earned high marks in fun 
when it first came out and it still does 
today! However, now you don’t have to 
hunt around looking for the upright 
arcade machine—you can take Asteroids 
along with you! 


ASTEROIDS 

The arcade version of Asteroids has a two-player mode, but play¬ 
ers have to take turns. The Game Boy version could have been 
programmed that way also, however, the programmers decided 
to spice up the action by utilizing the Game Boy’s Game Link 
capabilities. Using the Game Link, two players can go head-to- 
head in Competition Play or join forces in Team Play! Remem¬ 
ber, both Game Boys must have an Asteroids cartridge inserted 
for the Game Link to operate properly. Have you Game Linked 
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Using toe Gome Link, you ond o friend con twm op or go against each other in this 
classic shooter Double your blasting and scoring power in the Team Pfay made 

Shoot The Ship 

The experienced Asteroids player will undoubtedly know this 
trick. When playing in the Medium or Hard levels, the UFO will 
appear. Destroy all but one chunk 
of frozen space rock, keep mov¬ 
ing and just wait for the UFO to 
come out. When it does appear, 
blast it! You can rapidly increase 
your score if you’re good at this 
trick. Get the UFO quickly 
because it can shoot or crash into obi,t«^te it* ufo m*. « 0el , 

the remaining asteroid. you or hits the remaining asteroid. 


HIGH SCORE 


Definitely consider yourself to be an 
Asteroids expert if you can knock 
off the pre-programmed high score 
of 35,000 in the One-Player mode. 
It’ll lake practice and limber thumbs 
to accomplish this feat 


Send in Your High Scores To Power Players 



Snap aft o photo of your high score ond sand it 
in to uil 


1 Degrees Of Difficulty 


In all three levels of difficulty it should be a general rule to finish off the smaller, bro¬ 
ken-up asteroids first. This will decrease the likelihood of an asteroid collision with 
your ship. Smaller, quicker and deadlier UFOs will come out after you’ve accumulat¬ 
ed a substantial amount of points and dusted off a squadron of regular UFOs Make 
sure your shooting skills are up to snuff when you tangle with the smaller UFOs 
because there’s nowhere to run and nowhere to hide. 



Thu UFO won't come out in the 1 
Asteroid Level You won 1 be oble 
to score os quickly as in toe other 
two levels, but you won t have 
anything shoohng at you, either 



Don t waste your time in toe 2 Aster 
oid Level shoat rapidly and keep 
moving! If you remain stationary, 
sooner or later an osteroid will cross 
your path ond seal your fate 



The ultimate Asteroids challenge* 
In this level you will face more 
asteroids and faster ships which 
have better oim You’ll hove to be 
on ace to survive for very long 
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Just A Jumpin’ Fool 


Another arcade classic comes to Game 
Boy. This version of Qfbertis much better 
than the arcade game! The characters are 
all the same, but the variety of screens and 
other game play options make the Game 
Boy version from Jaleco a winner. Besides, 
it’s rather difficult carrying an arcade 
machine in your coat pocket! Jump on the 
blocks as many times as it takes to change 
them to the shade of the block shown at 
the bottom of the screen. Don’t get earned 
away and jump off the playfield or you’ll 
lose a life. Jump off only when there’s a 
spinning disk present 


ASTEROIDS 

Q*BERT 



Q*BERT 


The arcade version of Q^bert had a simple playfield. The Game 
Boy version has many geometrically shaped playfields so the 
challenge is ever-changing. If you’re unsure about where you 
need to go or which blocks you have yet to change, pause the 
game and you’ll be able to view the whole playfield. This is a 
great feature and is helpful in the latter stages of the game. Paus- 
mg the game also allows you to see where the spinning escape 
disks are. Pictured below are samples of playfields. 



Pause the gome to check out the totol playfield. Some of the screens hove blocks with 
similarly shoded sides which makes the level more challenging 


Good With Bad 


There are good and bad creatures and items in this game. Avoid the bad characters 
while changing the shades of the blocks. Q^bert will earn bonus points for nabbing 
items like apples, cherries and freeze balls, but will lose a life if he comes in contact 
with any enemies. Coily, Lefty, Righty, Wrong-way, Ugg and the Bad Ball are all out 
to stop Q^bert. Slick and Sam will erase all of your hard jump work by changing the 
blocks to a different shade. Stop them quickly. 




-...- At © whopping 2,500 points 

change the shades of your blocks apiece, you d bo erozy lo pass up 

Stop rtvurn and change the shade* tht delicious chemesl 

back. 

NEW MATTER © 1992 JVW ELECTRONICS INC 
TM&© 1983 COLUMBIA PICTURES INDUSTRIES INC 



Look outl Here comes Coilyl Out 
smort him by leaping onto the nearest 
spinning disk. See ya later, Coilyl 


The most important option 1 $ the 
directional control. Diagonal 
appears to be the easiest, but it’s 
difficult to push in two directions. 
Master the straight control. 



*flM BU5,,G nrr 

*bS isCD BFf 
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HACBM 




STBAI CUT/ 


Muhc? A view of the high scores? Diagonal or 
straight control? It s up to you. 
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WOW! GET 
A LOAP OF 
THAT KOOPA 
COPTER/ 


BOWSER'S 

BACK! 


In the last episope, mario anp luigi i 

WERE ATTEMPTING TO REPAIR THE PALACE , 
PLUMBING WHEN PIPES BEGAN POPPING 
UP ALL OVER THE PLACE. FINALLY, A 
MONSTROUS PIPE APPEAREP IN THE I 
PALACE GARPEN ANP FROM IT EMERGEP 
THAT PIABOLICAL PEAPBEAT BOWSER | 

il l.liATRATEP BY CHARLIE NOZAWA I 



I'M K-MAN KOOPA, ANP 
I'M HERE TO SAY, I'M A 
KINP, WNP KING-I'M GONNA 
MAKE YOUR PAY... 


TESTING; 1, 2, 3, 
TESTING...AM l COMING 
IN LOUP ANP CLEAR ? 
ANP A ONE, ANP A TWO. 




























THE K-MAN HAS A BIS SURPRISE, 
SO LISTEN UP, SHROOMS, ■ 
ANP PEEL TOUR EYES/ 



CUT THE RAP, KOOPA CREEP % 
WHAT'S YOUR SCAM? 


IN YOUR PREAMS- 
ANP IN MY 
NIGHTMARES/ 




X RULE 'MOST ALL THE 
LANP YOU SEE, BUT 
THAT'S STILL NOT 
ENOUGH FOR ME... 


I WANT TO RULE THIS 
K1N6POM, TOO, ANP THAT'S 
JUST WHAT X PLAN 
TO PO. 


THUMBS UP, K-MAN, 
HERE'S TO 
youf ' 





CHILL OUT, ANP LENP 
AN EAR: I HAVE A PRO¬ 
POSAL FOR YOU, MY PEAR 


IF WE WANT TO LIVE IN 
HAR-MO-NY, YOU'Re GOING 
TO HAVE TO MARRY 
ME/ 



COME ON, SWEETCAKES, WE'LL 
MAKE A GREAT PAIR/ I CAN PO 
THE RULING WHILE YOU STYLE 

YOUR HAIR/ 



...JUST REMEM' 
BER THAT IF 
THE ANSWER 

IS ’’NO' 1 . . 


I'LL BE 
BACK 
FOR YOUR 
ANSWER 
BUT 

BEFORE J 
GO... 

































































..YOUR PEOPLE WILL 
ALL BE TURNED TO 
STONEt 



BAP BREAK, 
PRINCESS. 
HE'LL BE A 
BRUTE OF A 
BRIDEGROOM/ 


WE'RE 

OOOMEPf 



we CANT JUST CAVE 
IN TO HIM' WHERE ARE 
YOUR SPINES?/? . 



WAIT/ DON'T 
FORGET THAT WE 
HAVE MARIO AND 
LUIGI ON OUR 
SIDE/ 


YES? YES/ THE 
SUPER MARIO BROS. 
HAVE KICKED 
KOOPA BEFORE. 




















































CALM POWN, NOW, 
PRINCESS, 

IT'S UP TO YOU-YOU 
CAN MARK y MB , OR e 
RULE STATUES/ 




BOWSER, GET 
BACK HERE/ 


TA TA, TURTLE POVE, 
UNTIL NEXT WEEK. 
HERE'S A SMOOCH FOR 
YOUR SWEET CHEEK, 


























































BOWSER/ 


I'M GOING AFTER 
BOWSER”- ALONE. 
MAYBE I CAN 
STRIKE A PEAL 
WITH HIM. 


PEAL WITH 
BOWSES? 


PRINCESS/ 

WAITl 

































































WAIT/ LET'S SLAP THE 
SENSE BACK INTO HIM. 
CALL THE MINISTER OF 
MASSAGE/ 




YOU WERE WISE TO CALL ME. MY 
MASSAGE WORKS MANY MIRACLES 
IT IS AN ART THAT GOES BACK 
TO THE ANCIENT MOUNT FUJI 
KARATE SCHOOL 


IT'S JUST THE TICKET FOR 
CURING STIFF SHOULOERS 
RHEUMATISM AND 
VARIOUS TYPES OF 
NEURAL GIA 


CUT THE 
CHA T mo 
GET TO 
WORKt 


JJ Hmmm, 
THIS 
STIFF 1$ 
SERIOUSLy 
STIFF' 











































































H£ WENT POWN THE 
TUPe-Wm THE 
PRINCESS HOT ON 
r HIS HEELS/ 


THE PRINCESS IN 
PURSUIT?? LET'S 
GET MOVINGt 


C'MCN WE EG 6/ W6 
HAVE SOME PIPES 
» TO CLEAN/ I 


BUT 

MARIO 


EVERY PIPE HAS 
ITS FITTING / 


TIKES! WHERE'S 
V TH£ BOTTOM? 





































OmiCH! ROUGH 


WEEGEf TALK 
TO ME, BRO! 


WHERE ARE 
WE? 


LANPING / 


MAKE THE PEST OF THE 
SITUATION, THAT'S MY 
MOTTO. /> 


QUIT FOOLING 
AROUNO! . 


WHAT’S THAT?' 
IT LOOKS LIKE A 1 
GIANT EGG! J 


S HOW 
f ABOUT A 

GIANT 

OMELETTE? 


THIS 16 NO TIME TO 
TALK ABOUT EATING! 
THE PRINCESS IS... 


r 'cLL YOUR 

STOMACH 

L. THAT 1 


MAYBE YOU'RE 
RIGHT. WE HAVE 
TO KEEP OUR ' 
ENERGY UP? 


I HOPE 
THAT IT'S 
HARO- 
BOILEP. 


TO BE 
CON - 

TINUEP. 


IT'S 

ALIVE / 
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Join the heroic team of Kid Ying and 
Dr. Yang for a fast and funny two-player 
simultaneous adventure in Konami’s 
The Legend of The Mystical Ninja. 
Something’s amiss in the mysterious 
land of Edo and, being the brave adven¬ 
turers) that you are, you’ve decided to 
investigate. The story unfolds m nine 
action-packed stages. You’ll gather clues 
and buy supplies in villages, then take 
off for big battles in the hideouts and 
fortresses of menacing mystics. 




•CLOBBER 

By tapping the A or Y 
Button, you can knock 
out attacking enemas 
with one of throe 
weapons The weapons 
change as you advance 



• LEAP 

You can hit the B Button fa 
lump, but fry naf to collide 
in mid air with ane of the 
many menacing meames 
in the area 


SPECIAL ITEMS INCREASE YOUR CHANCES 

* 

After you knock out your enemies, you can pick up tKe Coins, Scrolls and 
Cats that they leave behind. Use the money that you collect to purchase more 4 
• items in village shops. Some store-bought-items replenish lost energy while 
others protect you from enemy attacks or give you extra power. They’ll really 
help in a pinch. 

• GOLD COINS • LUCKY CATS 




Accumulate Coins to buy items in 
shops or toss them ot.enemies 
from c distance 


Every eighth enemy that you defeot 
will leave behind a Cat Collect 
p*. them fa increase yeapon strength. 




• SCROLLS 

Yaur Magic Powtfr will increase 
by one level for every Scroll that 
you collect * 


• PIZZA SLICES 

If you re carrying c Pi 22 a Shoe, 
your power will be restored 
automatically when if s low. 




• STRAW SANDALS 

When you wear extra Sandals, 
you can run faster ond jump farther 
thair when you hove a single pair 


• STRAW COAT 

For every Strew Coat that you 
buy, you II be unaffected by four 
enemy fits 
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There arc a lot of different kinds of 
attractions in die villages of greater 
Edo. Make sure that you open every 
door and peak behind every curtain to 
see what’s inside. Some establishments 
are set up to help you prepare for your 
next big battle and some are there just 
for fun. 


You II come across several stores in your travels Each 
ana hos a stock af three items After you buy 
something, the price of that item will probably rise 
Try to stock up an Straw 
Sandals, Pizza Slices, ond 
items thoi will protect you 
from enemy contact like 
Straw Caats ond Armor If 
you ve gat enough cash, 
you con buy out the store. 


HOUSES 


You might pass by houses and similar locking estab¬ 
lishments without noticing thot you car enter them 
since their sliding nee paper doors resemble walls 
Walk up la these Japanese 
style entrances ond push 
Up on the Control Fad to 
open them Once inside, 
you cauld learn valuable 
information about the 
battle ahead 


THE SECRET MAZE 


For an admission of $100 per adventurer, you can 
enter a maze and search for o vonety of special 
items. The maze is displayed in 3-D perspective with 
a split screen so that two 
piayers can explore 
different parts af the maze 
at the same time Find the 
mop fa the maze ond 
you II know how fa get to 
the places that you haven t 
yet discovered 


DICE HOUSE 


If you re in the mood for wognnng, you con try your 
luck of the Dice House The dealer rolls three Dice 
You can bet whether their total will be greater than 
11 or less than 10 If 
you re right, the Coins that 
you woger will be 
doubled If you re wrong, 
the Coins will be token 
away There s no limit Bet 
as much os you can offord 
to lose 


TRAVEL AGENCY 


The O Edo Travel Agency has three packages which 
offer different, comical views of water travel Since 
the two mare expensive packages dan t Involve 
paddling, you can rest up 
an these tours and refill 
four ta six units of energy 
The least expensive 
package may tucker you 
aut Yau might as well pa 
first class if you con offord 
it 


CARNIVAL GAMES 


You can play three different kinds of carnival games 
for cash prizes Ray the Mole gome and try to bap 
furry creatures as they pap out af holes Try the Paint 
game and attempt to point 
an area without over 
lappmg Give the Gablm 
game a chonce and lass a 
ball into a vose which is 
balancing an o Goblin s 
head All af them are 
challenging 


RESTAURANTS 


MARTIAL ARTS 


Earn special fighting techniques from the local mortial 
arts expert Training will cast you Cams and energy 
Moke sure that you have plenty of bath Once you 
know oil af the right 
moves, you II ba able fa 
use them in the next bottle 
The number of times thot 
you con use your special 
moves depends an the 
number of Scrolls that 
you ve found 


INNS 


If you re feeling week, you can check into an Inn and 
re-energize There ore three accommodations 
available at diffemnt prices which will refill your 
energy al varying 
amounts. The least 
expensive room offers only 
o gross floor ond a bed of 
hoy The most expensive 
room has oil af the extras 
ond will completely 
replenish your energy 


The restouronts of Japon offer different types of food 
Mast serve sushi, a Japanese delicacy, but a 
Hamburger Joint in the Amusement Pork serves 
American food Eat up end 
re energize an the spot ar 
order Hamburgers to ga 
and your energy will re fill 
an the rand when rt 
reaches critical levels Yau 


can carry as many as 
three 9urgers at a time 


FORTUNE TELLER 

Slip the Fortune Teller $20 and hell predict what will 
happen as soon os you leave his establishment tf the 
future looks bad, you II leove to discover an enemy 
embush If the predichan is 
favorable, five friendly 
citizens will be woiting to 
award you with $50 each. 

IF them s nothing of note in 
your future, then nothing 
will happen 


RACE TRACK 

A Retd of fine fillies race once around the track. If 
you can pick the tap twa horses in the correct order 
(o bet known as the “Exacto") your $20 bet will be 
multiplied by the odds of 
that particular match up 
and will be awarded to 
you. If a bet an the lang 
shots pays off, you cauld 
win upwards of $300 on a 
single race. 



GAME CENTERS 

There are three different games availoble at venous 
centers Tear Down the Wall is o familiar gome 
involving a paddle, a bell and break away bricks 
Hockey is o fwo-playw 
game that plays like Air 
Hockey Gradius is a 
faithful odoptohan of the 
first level of the ortginol 
Konami classic All games 
cost $100 ta play ond are 
|usf for fun 



As you continue your journey, you’ll 
come across even more fun places like 
the puzzling Quiz House, the silly Side¬ 
show and the challenging Concentra¬ 
tion Game. You should try all of these 
attractions at least once, then return to 
the places that youVe enjoyed. 
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LIGHTS OUT 

* 

Lamps often contain Flaming 
Ghosts. If you're approaching a 
Lamp and a pair of eyes appears 
in the slits, run directly under¬ 
neath it and swing your weapon 
upward. You’ll get the Ghost 
before it gets to you. 


A BIG BONUS BELOW 

There’s a marker |KBjM|j|t 

Ik big Ik II i lit 
i( and the marker w*l| 

move, revealing tile 

entrance to a bonus* 

filled ^a. If you’re 

equipped with Straw 

Sandals, you can hop 

Ov- the. olido lild ^ SwCOXm 

e oik a spv cul items. SMplHl 


START 


The adventure begins m the small town 
of Hagure, just outside of Edo. The 
Mystical Gbost of Horo-Horo Temple 
has spread a mysterious cloud over die 
town and has sent a band of sinister 
creatures to attack tbe citizens. It’s up to 
Kid Ying and Dr. Yang to enter the 
temple, knock some sense into the 
Ghost and restore peace to the town. 


The two mart’ol ©rt$ 
masters decide lo go to 
the temple and battle 
the ghost 


Dr Yang tells Kid Ying 
that there ore problems 
of Horo-Horo Temple 


TERROR INTHETEMPLE 


The trail 10 the Mystical Ghost is 
packed with perils. You should be pre¬ 
pared for a fight. A secret area under the 
temple’s big bell will prove to be a great 
source for Coins and extra energy. If 
you’re wearing several Straw Sandals for 
extra jumping distance, you’ll be able to 
collect all of die bonuses m the area. 




THE MYSTICAL GHOST APPEARS 


When you reach the end of the temple, 
the Mystical Ghost will materialize. 
This transparent vision creates oval¬ 
shaped magic Beads that will knock out 
your energy if they hit you. Blast the 
Beads with your weapon and they’ll 


bounce back at the Ghost, or jump out 
of the way and wait for the next set of 
Beads to come towards you. If you stay 
on the right or left edge of the screen, 
you’ll have a better chance of avoiding 
Bead contact. 


The Mystical Ghost losses 
daadly mogic B*od» in 
your direction. Hit them 
while you r* lumping 


If you re low on energy, 
stay at one of the edge* 
of the semen to ovoid 
being hit by the Ghcrt's 
Beads. 
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THE BELL TOLLS ’• 

As you approach, the big bell on the temple grounds, 
several‘Flaming Ghosts appear. Ring the Bell and 
the Ghosts will turn into special items. 


Ring Ihe bell when the 
Ghosts sufroond you la 
*om Coins ond Scrolls 


TO MYSTJCALGHOST 


The Travel Agency offers three different travel 
packages to Shikoku Island. 


THE JOURNEY HAS JUST BEGUN 


Now that the Mystical Ghost is only a 
memory, our heroes can rest assured 
that the village will remain peaceful 
while they set off for a great adventure. 
The ninja cat Kurobei has pleaded with 
Ying and Yang to travel to Shikoku 
Island and save the cat boss Koban 
from the Hyotoko Army. Before they 


leave, our traveling twosome can visit 
such businesses as the Secret Maze and 
the Tent of the Fortune Teller that were 
shut down during the reign of the Mysti¬ 
cal Ghost in order to pick up special items 
and learn important information. Then, 
with a visit to the Travel Agency, Ying 
and Yang can prepare for departure. 


PREPARE FOR BATTLE 


Before you enter the temple, you 
should spend some time in the town 
(see the fold-out map), earn money and 
buy supplies. Purchase at least three 
Straw Sandals, a few Bombs and three 
Pizza Slices. Some extra cash will also 
come m handy, since you can throw 
Gold Coins and hit enemies from a dis¬ 
tance. It’ll also pay to collect two Lucky 
Cats for the best weapons. 


Once you ve Burned 
some money, vi*.« the 
shop ond stock up for 
Ihe b*g bottle ahead. 


If you won! fo lake 
care of out of reach 
enemies, las* a few 
Gold Corns 


Enter Hcho Horo Temple and go in search of the evil 
Mystical Ghost 


GHOSTS IN THE GROUND 

Blue, zombie-likc creatures pop out of 
the ground m the last section of the 
temple. If yqu take it easy and walk 
through the area with your weapon 
ready, you’ll easily Be able-to hit them 
first.- * *' 
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BREAK LANTERN MAN 

The Lantern Man has taken over the festival and turned 
the village against you. You can weaken this monster by 
destroying the lanterns above. Hit the white lanterns 
first, then target the red ones. 


You weaken the Lantern Man by breaking his lanterns Avoid the sparks 
that they shoot out and hil each of them four limes. 


Once the lanterns are gane, you can aim for 
tta huad of the Lantern Mon If you re low on 
energy, tow Coins from the edpe of the streen. 


JUMP 
THE RIVER 


KEEP 

A JOURNAL 


SECRET AREA 


This year's festival in Hyotoko Village is 
covered by a shroud of mystery. One 
helpful citizen says that the villagers 
that have been to tile festival art acting 
very strange. It's as though they are 


under some sort of spell. Ying and Yang 
have decided that the festival would be a 
good place to search for the ninja cat, 
Koban. But, first they should tour the 
village for supplies. 


BEWARE OF DOGS 

If you come across a sleeping dog, don't 
let your guard down. It'll wake up as 
soon as you’re in biting range and attack 
with an incredible furor. It’s best to take 
care of these creatures while they're still 
down by hitting them with a far-reach¬ 
ing weapon at a distance. 


Don t let sleeping 
dogs lie Hit them 
before they 
awake 


You’ll find a locked door just 
west of Hyotoko Sauna. Hit it 
with your weapon and you’ll 
.easily be able to break down this 
rice, paper balricrfde to reveal a 
secret area. The room is filled 
with special items including a 
Statue of a Cat which you can 
get to if you are wearing at least 
three pairs of Straw Sandals. 
Collect it for an energy boost 


If you’re equipped with two or more 
pairs of Straw Sandals, you’ll be able to 
jump across the river that separates the 
two parts of Hyotoko village without 
finding another way to the other side. 


by wearing two or more Straw Sondoli, you II have 
the leaping power to moke it across the nver 


There’s an agency in the village which 
allows you to record your progress. 
You’ll be given you a long list of letters 
and numbers which you can write 
down and enter later to return to the 
same place. 


Save your position in the game and all af the items 
that you have collected by writing down your 
logbook entry 
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Koban Cat has tipped off our heroes 
that princess Yuki, the daughter of 
Edo’s ruler has been kidnapped. The 
Otafti Army is known for devious 


stunts such as this, so Ying and Yang 
have decided to visit the Otafu at their 
A wap Island Amusement Park. Take in 
the amusements, then tight! 


BATTLE ON THE BRIDGE 


On your approach to the Amusement 
Park, you’ll cross a bridge that is loaded 
with enemies. One evil Otafu tosses 
deadly paper airplanes m your direc¬ 
tion, while others climb up over the 
side of the bridge and attack. The best 
way to cross with minimal damage is to 
defeat the enemies that you can defeat 
quickly and run from the rest. 

ANOTHER BRIDGE, 
ANOTHER BATTLE 




If you re not up la 
fighting the big 
Octopus, slip by it and 
mow an to other 
challenges. 


It seems that key members of the Otaiu Army have fled to 
their base m Yamato. Run across the bridge that leads out of 
the Amusement Park and head toward the base after you’ve 
had your fill of amusements. There’s a very large octopus on 
the bridge. You can either fight it or run past it 


The big Octopus 
produces smaller 
Octopi Yau can easily 
defeat them twa-at a 
time 


YAMATO BOUND 






Ying ond Yang continue 
their quest by following 

the Otcfu to Yamato 




GRADIUS CHALLENGE 

The Game Center in* the 
Amusement Park features the 
first-stage of the Konanu classic 
Gradiusl Use the Speed-Up 
Option twice, then go for Mis-*, 
siles. Don’t even try the Konami 
-Code, though. It doesn't work 

in this version of the game. 

♦ 

It i a good idea to 
Speed Up twice, # 
than choo<« 
Missiles 


When you've got 
more Power 
Crystals, trigger the 
Option* 


The Big Core lead* the ormy erf alien ships 
Move up and down to avoid its lesers ond 
keep firing This smglfc stage is all there'is 
to Grcdius at ihe Game Center 
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The leaders of the Otafu Army are holed up m their base in 
the center of Yamato. Kid Ymg and Dr. Yang decide to spend 
some time on the beach of Yamato and in the town itself so 
that they can earn Gold Coins and buy useful items such as 
Chain Armor and Bombs. The base is full of traps and the 
evil Otafu. It’ll pay to prepare for the fight inside. 



BEAT THE BIG FACE 

At the center of the Otafu Base, you’ll fight two Sumo 
Wrestlers, then you’ll battle a big face which gets 
bigger with every hit. Stay on the left or right edge of 
the screen as the face grows and you’ll be just out of 
its range. 







-- 


Nmjas throw Bombs from 
frees Watch your step 


KNOCK THE NINJAS TO THE WIND 

Once you’ve made your way through the Castle, 
you’ll encounter a group of ninjas on a Kite. Most of 
them will drop down and attack you, one at a time. 
The last one will stay on the Kite. Hit him with Coins. 


FOUR MORE ZONES TO GO!! 

The battle’s not over yet! Ying and 
Yang have a lot more action-packed 
ninja fighting to go! From lga, their 
travels tike them to Kyoto, the 
ancient capital of Japan, then Izumo, 

Ryuku and, finally, Ohedojyo. This 
team will take on any ehal- 
no matter what the odds, in 
to right the wrongs of evil 

doers. 


The Otafu Army did take a captive, 
but it wasn’t Princess Yuki It was a 
ninja woman named Yac She was 
captured by the Otafu while she was 
looking for counterfeiters. Kid Ymg 
and Dr. Yang have learned from Yae 
that the wiseman of lga may know 
the whereabouts of the princess. 
They continue their journey to a 
Ninja Castle in lga. There are several 
shady types in the town and a lot of 
dangers in the castle. They’ll have to 
watch their step and keep fighting in 
order to get to the bottom of this 
mysterious caper. 


Some boles 
Mountain house 














































































YAMATO 


IZUMO 


KYOTO 


HYOTOKO 


AWAJI 


ANCIENT JAPAN 


ZONE TV 


ZONl V 


zone yn 


ZONE vi 


ZONE 1 


ZONE ffi 


ZONE TV 


i 


RESTAURANT- 

SECRET MAZE—■ 
CARNIVAL GAMI 
FORTUNE TELLER 
TRAVEL AGENCY 
HAMBURGER HC 
RACE TRACK—r- 



ZONE I 


EDO 


When you begin you 
ney, youll come across 
and several houses. Mo 
nesses are dosed beer 
the ghost scare. Vapor 
Mystical Ghost and < 
the rest of the town. 


| 

I 







HYOTOKO 



There’s plenty to do in this big town. 
When you’ve gathered enough Coins 
from the enemies on the streets, you 

buy items. 
















































































































MAP KEY 


-:-i_ B 

!—-G 

--D 

-r-E 

USE-F 

--G 


QUIZ HOUSE 


H INN 


CONCENTRATION GAME- L 

DICE HOUSE--—^-J 

LOTTERY--■— K 

SIDESHOW——--L 

JOURNAL ENTRY--M 

MARTIAL ARTS SCHOOL—N 


SAUNA- 

GAME CENTER 
STORE- 


HOUSE-- 

secret Area 


O 

P 

Q 

R 

S 
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TO THE ACTION SCENE 





ILLAGE MAPS OF WARLOCK ZONES ITHROU 














































































TO ZONE 12 


The Awaji Amusement Park is packed 
with games and other amusements. You 
could storm right through the town and 
head to the Otafu Base in Yamato, but you 
should stick around and play some games. 




Once you cross the bridge to the beach in 
Yamato, challenge some locals to a fight and 
pick up some change so that you can prepare 
yourself for the battle in the Otafu Base. 


TO THE ACTION SCENE 









































































































































American Sammy’s new Super NES epic combines vivid graphics with outstanding 
sound to create an adventure that is an enticing sensory experience. The action begins 
with a cinema sequence that sets the stage for the tale of Young Adol Christen, who 
gained hero status by saving the people of Ys from doom, and his friend Dogi, a 
reformed thief. Together they return to Dogi’s homeland to search for the source of the 
in fortune that is plaguing the people there. 


e 

BALLACETINE CASTLE 


FIND THE SOURCE OF 
THE MYSTERIOUS CURSE 


Redmant hoi a Weupon Shop and Item Shop 
Viwt thorn to boy armor and herbs o» soon as 
you can. Return to Redmant often to talk to 
the people 


Hvem wot a splendid light before an eruption 
of the distant volccnc loft it in ruin* Rivers of 
lavo still flaw through its deep coverm. 


The musky cavern* of the quarry ore the first of 
Adel i challenges There he will learn more 
about the strenge curse that plogues Redmont 


Dogi returns to a town that little resembles the pleasant village of his youth. The 
beleaguered people tell him ol evil emanating from a nearby quarry, but it is Adol, 
not Dogi, who answers their pleas for help. His adventure takes him to the depths of 
the quarry and to the mountains beyond, but he returns often to talk to the towns¬ 
people Thus begins a new adventure for Adol Christen. 


Elegont but ml, Dallacotina Costle houses 
'mature* galore You II have to And your way 
through the maze «rf hallways to find thorn, 
though. 




MOUNTAINS 


Only experienced climber* dare to *ca!e the 
snowy peaks of Eldam Mountains lhat loom 
in the distance The mountain hut is a 
fortunate find 


REDMONT 


GABALAN S ISLAND 


The dark, mysterious islood a wail* as your 
final—and most daunting—destirwhon. Them 
you II meet a mast sinister fiend, the ruthless 
Gabalan. 


TIGRAY QUARRY 


TM & $> 1991 American Sammy 
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When you first enter Dogfs home¬ 
town, Redmont, there are many people 
on the streets who will give you bits of 
information. Be sure to search all of the 
houses, too, and return to them every 
time you come back to town. Some 
people prefer to stay indoors, and you 
never know who might have arrived 
while you were gone When you return 
trom battle with treasures, the people 
sometimes give you useful items. 


WEAPONS & ARMOR SHOP 


Before you begin, buy whatever weapon? and armor 
you con afford, then upgrade them o* you rave up 
enough money Some you con buy in the Weapons & 
Armor Shop in Redmont, other* you II hove to find 
olong the woy Always 
equip your wanderer 
with the strongest 
sword' and armor you 
hove, but don t equip 
him with o ring until he 
needs il 




In the Item Shop, a raven-haired woman tells special 
herbs that heal, ond the con also recharge your ring 
For o price When your energy leve' dips dangerously 
low, buy a Medicinol Herb, equip if, then press the A 
Button to use it You II 
Feel better in no lime 
Be sure to check her 
list of wore* after you 
find the Shining Crystal 




Grandma is worried oboul her grandson, Robert He 
ho* been gone For o long hme, ond she hos hod no 
word from him When you hnd Robert s Pendant in 
Tigroy Quarry, return to Redmont and show it to her 
Just seeing something of 
his makes her feel 
better, ond she will give 
you o special item Look 
for the pendant in o 
Treasure Chest 



When you first omve in Redmont, Edgor s house Is 
vocont As you learn, Edgor is hord at work in Tigroy 
Quarry—and he s in deep trouble, too With your 
help he will be oble to return to his house Be sure to 
vwf him whenever you 
come back to town, 
become he's o good 
source af information. 

He olways seems to 
know the latest news 


When Dogi wos young, he used ta work at the Inn 
After your long journey, he heads there for some R & 
R, leaving you to listen to the townspeople s sad tale 
While Dogi rests, you answer the people s plea for 
help He helps our lofer, 
though, so be sure to 
hunt him up from time to 
hme Check oil of the 
houses when you re in 
town. 




EDGARS HOUSE 


ITEM SHOP 


ENTRANCE 



AIDA'S HOUSE 


WEAPONS & ARMOR SHOP 


The power or the ring 


The various Rings can he lifesavers, but you must learn 
to use them only when they’re most needed. As soon as 
you equip yourself with a Ring, its power begins to dram, 
so don’t put it on until you’re ready to use it. One Ring 
heals, one increases your power, one slows your enemy 
down, and two protect you. Take them on and off as you 
need the different powers. Defeating enemies while you 
wear one increases its power. 


I FVE\I 

svc*c 


IZCZJElEiS 


».,** y ■ si t « 


IELE 



ITKS? 

SHIELD RIVfi 


- 

t&M $ 


Save the days 


You can save your game at 
any time except when you 
meet a major enemy 
Before you go into battle 
against a big one, save your 
progress. In fact, you 
should save the game often 
when you reach difficult 
areas with a low energy 
level. At some places, if you 
are surrounded by enemies 
and save the game, you can 
immediately reload the 
game and find that the ene¬ 
mies will be gone! 
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The townspeople have long relied on 
the valuable crystalline ore. La Ferle, 
that is mined in Tigray Quarry, but 
now they suspect that a cursed gallery 
m the depths of the mine has poisoned 
it. Its tunnels are dark, dank and filled 
with dread. Stay near the quarry en¬ 
trance and defeat 
enemies until you 
reach Level 5 or 
so, then you 4 ll be 
better prepared to 
handle what lies 
ahead. You must 
find Edgar! 


A HIDDEN PASSAGE 


It s easy to miss the hollwoy that lead* to Dulcn's 
chamber While avoiding enemy attack, |ump over on 
the pletform* and all the way up to the right comer 
Leap up to find the postage and continue to the right 



THE LOCKED DOOR 


At Point 1 on the map below, you II come to a locked 
door, but you hove no way la open il—yet First, 
you II hove to continue dawn the corridor to find the 

Warehouse Key Before 
you get the key, though, 
look for Robert s Pen¬ 
dant Return to the Ware¬ 
house later to Open o 
Treasure Chest that holds 
the Power Ring 



THE PENDANT 


Roberts Pendant n In the Treasure Chest that you’ll 
find of Point 2 Return to Redmont wilh the pendant 
and vint Aido again. She ll be so glad ta get seme 

thing of Robert s that 
she will give you the 
Shield Ring, which you 
can wear for extra pro 
techon Now go back to 
the quarry and lack for 
the Warehouse Key 




DUEL DULAN 




I 


Prepare for a bad bottle when you meet duelm* 

Dularu He * the first major enemy you challenge 
Crawf ta ovoid the swords he throws overhead, and 
swipe ot him with your sabre Time your move la 
avoid his fire, and equip yourself with the Power Ring 

os soon as your energy 
level gets low When 
you finally manage to 
send him running, you 
will receive the Long 
Sword, which increases 
your attack power by 
35 paints. 






From her station on the wall Befeir shoots bolts of 
lightning You II have ta sneak in ta attack between 
zaps Use the Shield Ring when you need it, end jump 
and slash to inflict damage Be careful to press B then 

Y ff you press them at 
the same time you 
won t be able ta 
swing your sword 
When you beat her, 
pick up the Sun Stotve. 




START 


1. POWER RING AND LOCKED DOOR 

2. ROBERT’S PENDANT 

3. DUEY (WAREHOUSE KEY) 

4. PASSAGE TO DULAN 

5. DOOR TO DULAN’S CHAMBER 

6. DOOR TO ELEFEIR 


POINT 
















































When you return to Redmont with the Sun Statue, you learn that Ellena 
is worried about her brother, Chester, who has turned against the town. 
She begs Adol to save him from the unknown evil influence that controls 
him She knows only that he might be in the ruins of Ilvtrn Enter the 
crumbling rums to search for him. 



GAIN EXPERIENCE 


You II quickly find that you have to build your 
experience to a competitive leve' before you enter 
different areas The gorden jusi outside the entrance 
to the ruins *s n great place fa gain experience 
quickly ond collect lots of ensh. Praying FuzaHes stage 
endless airborne oftocb In floeb. Stand in ane place 
and let them fly into your sword All you have fa da 
is wait and watch your level rise 




When you reach Point 3, 
the area guardions 
discover your presence. 
You will be powerless fa 
sta p them a s they take you 
ta Point A and throw you 
into the fiery pits below 
Thanks a lot, Chester 




After you drop to A, go 
left to Paint 5, where 
you will find a Medicinal 
Herb Its the only ane :n 
the gome if you don I 
already hove an herb in 
your inventory, you can 
pick one to take along 





A fipree fire dragon, Gilan appear* suddenly, ricochets 
around the room, then vonlshes He is vulnerable to attack 
only an the head, sa stand near where he emerges and 
strike quickly as soon as you see him When you destroy 
him, you II get the powerful Firedrogon Amulet 





Use the Firedrogon Amulet to dry up the Lovo River so you cen cross and climb up la 
the ruins temple After you loik fa Ellena. go through the door ond to the entrance of 
Gyalva s chamber Gyalva, o flying dragon with a fiery bite, spews firebolls After she 
fires, run to the top of the peck, strike, then retreat to a safe place while she fires 
When you defect her you will gain the Star Statue 



KflBftPOINTS 


1. BUILD EXPERIENCE 

2. SMALL SHIELD 

3. MEET CHESTER 

4. LAVA PIT ENTRANCE 

5. MEDICINAL HERB 

6. GILAN 

7. RIVER OF LAVA 

8. DOOR TO GYALVA’S 
CHAMBER 


START 
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After you get the Star Statue in the 
ruins, return to Redmont and enter 
Edgar’s house. He will give you the 
Time Ring, which you can use to slow 
your enemies’ attacks, then he’ll tell you 
to go back to the locked door in Tigray 
Quarry. This time, you’ll be able to 
enter the Warehouse and look for the 
Power Ring. 


THE SHINING CRYSTAL 



When you find the Shining 
Crystal in the Warehouse, 
take It back lo the Item 
Shop Gnthwill now 
offer to sell you Broaa s 
Secret Medicine, which 
restores the power of 
whatever ring you ns 
wearing 



CRAWL SPACE 



Adol must crawl through 
some small passages to 
the areas beyond. To find 
the Treasure Chests thot 
hold the Mission s Tablet 
and the Plate Mail, he 
must crow! unde* the 
boardwalk ta a hidden 
area 



The crystal guardian, 
Istaqlbar, doesn t move, 
but it is very dangerous 
nonetheless The flying 
crystals it fires are 
deadly, but they’re easy 
to ovoid if you use the 
Time Ring Jump dear of 
them and attack before 
the next crystal shower 
When you finally finish 
Istarfibar, you II find the 
mysterious Plash Statue 


K^p»OINTS — 

1. THE SHINING CRYSTAL 

2. CRAWL SPACE 

3. THE MISSION’S TABLET 

4. PLATE MAIL 

5. ISTARJIBAR 


ISTARJIBAR 



When you return to Redmont once again to talk to Edgar, 

_ _ m . g _ r -, he’ll give you a letter and direct you to Eldam Mountains. 

El flA W| UfM [WT1 |\|C There, you'll And that even minor enemies are tough! 
I ililltufl raVvil Inll aU Before they freeze you out, visit the Mountain Hut to talk 

to Dogx and get the Banded Sword from his Master. 




Kin to Ihe harpy, 
Ligoety flies overhead 
showenng her foes 
with lightning bolts. 

You might want to 
equip yourself with the 
Power Ring before ihe 
battfe Jump and slash 
before she fire s, then run 
for cover Vanquish her 
to get the much coveted 
Judgment Staff 



You passed o mysteriously silent statue earlier Now 
return to the statue with the Judgment Staff to make 
something omozing happen When you hold the staff ond 
stand before the statue, the snow and ice will malt 
miraculously away, clearing a road ta areos beyond. 






The ice dragon, 
Gildas, spits ice balls, 
and if you come too 
close, il attacks with 
its huge tail A single 
swal with the toil 
inflicts mortal wounds 
Don t freeze I Move in, 
attack when it s safe, 
then retreat You II find 
the Dark Statue when 
you thaw Gildos. 


POINT 1 POINT 3 


START 


KEl lOINTS 




1. THE MOUNTAIN HUT 
3. SILENT STATUE 


— 



2. LIGAETY 
4. GILDAS 
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BALLACETINE CASTLE 


Elegant but evil, BaUacetine Gistle is 
your next stop. Its ornate rooms and 
hallways form a maze that threatens to 
entrap the unwary wanderer. Spears 
spring from the floors, and armored 
knights hack With axes. The brutal ene¬ 
mies here hound intruders mercilessly, 
so save your progress often. If you suc¬ 
ceed you’ll find treasures such as the 
Garnet Bracelet, the Blue Bracelet, the 
Protection Ring and the Flame Sword 




A A n 

mlCijT' 

yV® r 




Thu ornery ogre swings 
q spiked mace He s o 
lough one, but the statue 
of the Blue Kniqhf in the 
bubble will block your 
path until you get the 
Garnet Bracelet by 
beating this brute Ta 
avoid the swinging 
mace, crawl up to strike, 
then beat a hasty retract 
before the moce falls 
When you return to the 
statue with the Garnet 
Bracelet, it wifi float 
away 



Go lo the castle garden and prepare to take on the 
lost fiend m Ballccefrne Castle a mad dog thot has c 
bte much worse than its bark. It springs quickly and 
spits o sfreom of fire Use the Time Ring to siow it 
down enough for you ta attack. 


JILDUROS 




r?> 



He s baaack—but this hme he s no statue Jilduos, the 
Blue Knight, is bigger then life when he shows up a 
second time, shuffling along with hs awesome axe 
Sneak m to ottack, then run for your life Crush him to 
get the Prison Key, then open the cell 



TO THE RESCUE! 


Use the Prison Key to open the 
cell you passed eorlier A 
prisoner will give you the Blue 
Bracelet, which you II need to 
enter the dock tower If you re 
ready, dimb the lower and face 
o fierce Pghter 




K 



OINTS 


1. BATTLE SHIELD 7. PRISON CELL 

2. MACE MAN 8. JILDUROS 

3. STATUE OF THE BLUE KNIGHT 9. PROTECTION RING 

4. BATTLE ARMOR 

5. MAD DOG 

6. SECRET ENTRANCE 

(I 


POINT 



I h POINT 2 



POINT S POINT 8 





K^'OINTS 

10. FLAME SWORD 

11. GUARDIAN 

12. GARLAND 
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WANDERERS 
FROM YS 


PROTECTION RING 


Follow the path through the Clock Tower os shown to 
find the Protection Ring Equip Adol with if when you 
reach the fap af the fower If s dangerous territory 



CABMAN'S ISLAND 




FLAME SWORD 


The Flame Sword is the ultimate weapon, and it s 
year anly hape for victory over Garland Follow fhe 
map below fa find if and be sere fa arm Adol with if 


This dark, mysterious island is AdoPs 
final frontier Before you venture to it, 
return to Redmont and talk to Edgar 
again. This time, he will give you Ogre’s 
Ball of Fire, which will light your way 


on the pitch black island Don’t attempt 
to find your way without it! Gabaian 
awaits—but he’s not alone. You’ll see a 
familiar face before you find him. 


E 


A MIND-MUDDLING MAZE 




The maze fhaf evenfually leads to Gabaian can 
became confusing very quickly When you reach the 
moving platform, hop on and nde down- When it 
stops for the first time, dont move After a moment it 
will begin fa move down again The second lime it 
stops, jump aff fhe left s'de and hold Left an the 
Control Pad. You will fall down and left fa enter 
another passage Keep fallowing that passage uoli! 
you find o familiar Rend who is ready for revenge 
Are you ready for a repeal match 






Garlandis wily He attacks, disappears, then reappears 
somewhere else to attack ogam. Make the mast af your 
equipment Extend the life of fhe Protection Ring by 
equipping yourself with if when he attacks, then taking it 
off when he disappears Lord McGayc will give you the 
Evil Night spell when you vanquish Garland 



If you thought youd seen fhe last of Garland, you 
were sorely mistaken When you reech the room that 
hos lots of columns, expect h:m to transport in for a 
direct attack. Use fhr* same technique that worked on 
him last time, and equip yourself with the Fairy 
Necklace if you hove if !f you dan t, return fa town to 
buy healing items He II still ba fhore when you return 



GABALAN 






Whpn you were in Redmanf, you 
got a hint about bottling Gabaian- 
He hes several methods of attack, 
and |ust when you think you re 
gaining ground, he tries something 
new Be ready For anything* 













































1S92 Nintendo 




AIM AND 


An incredible system needs incredible acces¬ 
saries and the Super NES Super Scape 6 from 
Nintendo is right an target. This awesome hard¬ 
ware and software set includes the Super Scope 
(light years beyond the NES Zapper) and six 
sharp shaating games in a single Game Pak. The 
three LazerBlazer games involve high tech war¬ 


fare against alien attackers. The tria af Blastris 
games are sharp shaating exercises in puzzle 
salving. Yau can set yaur sights an all six of these 
games with the powerful Super Scape. It’s a 
wireless bazaaka-like accessary which features 
pinpoint accuracy at any angle ar distance from 
the TV, Super Scope 6 will blow you away! 
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The Super Scope and it’s Signal Receiver work together to socket of your Super NES and set it next to the TV. Then take 

make sure that objects that you’re targeting blow up into a zil- the Super Scope to anywhere within sight of the screen and 

lion pixelated bits. Plug the Receiver into the Controller II start shooting. 




Before you open fire on alien forces and puzzle pieces, you 
should confirm your position with the signal receiver for maxi¬ 
mum accuracy. A bull’s-eye appears on the screen. Fire on it 
once to let the receiver know where the Super Scope is in rela¬ 
tion to the center of the screen. Then fire again just to make 
sure that the proper adjustments have been made. This will 
ensure that all of your shots are right on target. 


When you r© reody fa 

start fhe game, aim for 

tha cenfef of the bull s 
eye and fire off a pair 
of shots to moke sure 
that the signal receiver 
aligned your powhoru 


SWITCH 

SHOOTER 


The sighting lens can be 
attached to either side of the 
Super Scope. If you’re right 
handed, you should attach 
the lens to the left side of the 
barrel so that you can hold 
the Super Scope with your 
right arm. If you’re left hand¬ 
ed, attach the lens to the 
right side. 


MOVE AND SHOOT 

Since the accuracy of your shots depends on the signal 
receiver knowing where the Super Scope is in relation 
to the screen, you should re-sight the aim whenever you 
significantly change your position. Just press the Start 
Button on the Super Scope and the re-sighting bull’s- 
eye will appear. 
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In the three games that make up LazerBlazer, alien ships and missiles are converging on 
your home base. Your mission is to climb into the gun turret of a futuristic battle cruiser 
and fend off the attack. You’ll Intercept a massive missile attack, Engage in a head on 
battle with alien ships and Confront the enemy as cruisers violate your air space. 
Each of these activities requires different firing techniques and battle strategies. 




INTERCEPT 

Hundreds of alien missiles are flying 
toward your home base. If they pass 
by your line of sight, they’ll be on a 
non-stop collision course for your 
home base. If five missiles hit the 
base, it’ll go down in flames. There 
are 30 rounds of action in the game. 
If you’re an expert player, you can 
skip several rounds by choosing an 
advanced skill level. Some of the mis¬ 
siles are very far away. You’ll have to 
guess where those missiles will be 
once your shots travel the distance 
and aim at that point. Keep in mind 
that your weapon takes a moment to 
reload after every three shots. 



Fire on alien missiles os they soar toward your 
bose. 


MARIO CAMEO 



An old friend and his worst enemy Hy by in one 
of the intercept levels Here s your chance la earn 
bonus points 



ENGAGE 

Your cruiser takes off to battle the 
huge alien fleet in this dangerous 
mission. As ship’s gunner, your job is 
to blast the enemies out of the sky. 
Many of the alien ships that are fly¬ 
ing away from your cruiser are a long 
distance away and it may take several 
seconds for your shots to reach 
them. If these ships are shifting their 
direction, try to take that into 
account and aim for the spot that 
they’ll reach after your shots travel 
the distance. Some crafts are heading 
toward you. These ships and their 
missiles should be your first priority. 



Chaw after the alien fleet and blast away 


“A" 



If you re a sharp shooter, you II defeat the alien 
fleet Keep trying 


Accuracy Caunts 

Some targets are for away Aim far where 
they will be by ihe time your shot reaches 

them 



In this gome, you can fire off unlimited shots 


without reloodmg 


□no 


CONFRONT 

In order to take some of the pressure 
off your home base, you’ve blasted 
off to of another planet and allowed 
enemy spaceships to lock-on to your 
position. They’ll approach from all 
angles with evasive flight patterns 
and powerful weapons. Concentrate 
on the closest ships and fixe off into 
the distance when the immediate 
threat has been destroyed. Your 
weapon is equipped with unlimited 
shots in this 30-rounder with no 
need for reloading. Keep firing! You 
may knock out some ships with 
lucky shots. 


Talc* an a fleet af incoming olien ships 


The Battle Rages On 

The anamy attacks grow stronger with each new 
level Keep firing and try to clear away the 30 
attacking Reeti 
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SUPER NES 


SUPERSCOPE6 


Blastns A and B involve the manipulation of floating blocks. By firing on the 
blocks, you can change them so that they match with other blocks and disappear 
For something completely different, take a shot at Mole Patrol. Kooky blue 
Molians have taken over the craters of peaceful pink Molians. You can use your 
Super Scope to rid the craters of the blue Mohan menace. 






SlLECT SELECT 
MODE LEVEL 



SELECT 

MOTE 


SELECT GAME 





BLASTRIS 


Tetrads slide into the screen from the 
left side. You can fire two shots per 
Tetrad to shape them so that they fit 
together and form complete lines. If 
some Tetrads don’t require two 
shots, you can save your ammo for 
other instances. You can also fire on 
the established stack of blocks on 
the right side. Once you’ve complet¬ 
ed five lines, you’ll move on to the 
next level. 


Fit the blocks together by blosting them into 
smeller pieces 


TWO CAN PLAY 


Challenge a friend to a round of 
Blastns A and hand off the Super 
Scope between rounds. When the 
Super Scope changes hands, the 
game will give you a chance to re- 
sight to ensure hardware accuracy. 
That’ll make for a true match of 
shooting and puzzle-solving skills. 





BLASTRIS 


Single cubes drop into the playing 
field from the top of the screen. Fire 
on the cubes to flip them and theyll 
show different colored sides. If cubes 
of the same color match three in a 
row, they’ll disappear. Choose the 
Type A game and the field will be 
cluttered with bubbling cubes at the 
beginning of the game. It’s your job 
to match the colors of the cubes and 
clear them from the screen. In the 
Type B game, the field is clear at the 
beginning. Make five three-color 
matches and you’ll move to the next 
level. In advanced levels, there are 
more bubbling cubes in Type A and 
the cubes fall at an accelerated rate. 


TYPE A 


Clear Ih* Held of bubbling colored cubes 


TYPE B 


Mcke five completions of three motching colors in 
horizontal, vertical or diogonal lines 


MOLE PATROL 


The Molians are invading! These blue 
baddies have invaded the crater 
homes of their pink cousins. You can 
knock them out of their new domain 
by blasting them when they pop out 
of the craters. If you can get them 
quickly, you’ll earn more points. Aim 
carefully. Sometimes friendly pink 
Molians show their heads and you’ll 
lose points if you hit them. In the 
expert levels, the Molians will pop out 
of the craters more quickly and the 
number of Pink Molians will increase. 
If you’re quick and accurate, you’ll save 
the day. 



Send the blue Molion* soiling from the craters 



■ — 



More To Come 

More Super Scope gomes ore In development 
Keep reading Nintendo Power for details. 


1 1 


SUPER NES 
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FINAL 


W 


ANTASY I 


HOW DO I RESCUE 
ROSA FROM GOLBEZ? 



_ 


T he last thing you need after the 
battle on Mt. Hobs is another 
fight. Unfortunately; Fabul comes 
under attack shortly after your arrival. In 
the ensuing confrontation, Rosa, the 
White Mage, is kidnapped by Golbez. 

You musr have the airship if you arc to 
rescue Rosa, and to get the airship you 
must find Cid. Take the ship offered by 
the King of Fabul, even though Leviatan 
destroys it. Cedi will end up on a beach 
near Mysidia, then journey with Palom 
and Porom to Mt Ordeals where he bat- 
des Milon before returning to Mysidia to 
become a Paladin. Now Lake the secret 
path to Baron. Find Yang in Baron and 
fight him, then take a dark passage into 
rhe casde to fight Kamazzo. After that, 
Cid appears and you can get the airship 
and travel to Toroian to learn about die 
Dark Elf. Look for a forest north of 



Fly the airship Enterprise to Toroian where yau'l) 
meet the Eight Clerics who hove lost tht crystal of 
Earth Walk northwards to find the Block Chocobo 



>AAA. 4 AAAJ'/JAjAJ 




Yau must fly atop the Block Chocobo to Cave Magnes 
because on!y the Chocobo can land in o forest Use 
magic and Yang's Kick Attack inside the cave 


Toroian where a Black Chocobo lives. 
The Black Chocobo flies you to Cave 
Magnes. Inside the Give, Cecils sword is 
useless until Edward plays a song to 
weaken the Dark Elfs magnetic magic. 
Return the Crystal of Earth to the eight 
Toroian Clerics and climb back aboard 


the airship Enterprise. You’ll be taken to 
the Tower of Zot where the three Magus 
Sisters stand in the way. Attack the large, 
middle sister and use WALL to reflect her 
attacks. If you win, you’ll move on to a 
meeting with Golbez in which Rosa 
rejoins your party, but Golbez escapes. 



SAfriy Cid 6 %b, 6S3 

Canty CscM 93 Sa 93B 

Minty Tellah 4J7/ 417 

Vang 809 


The middle Menus sister ts the ane to worry about 
Use WALL to reflect her attacks while concentrating 
your awn attacks an her and ignoring her sisters 



Final Fantasy II is full af twists In the Tower af Zot, 
you'll rescue Rosa and the brainwashed Kam, but 
Golbez will make his escape into the underworld 



Once Go»bez has escaped yaur wrath, of least for 
now Rosa and Kain join yaur party Next you must 
find o way to enter the Dwarf realm underground 
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ACTRAISER 


HOW CAN I MAKE THE POPULATION 
OF NORTHWALL GROW? 



Mott Glidden 


I f the population of Northwall 
won’t increase past just a few peo¬ 
ple, there art several possible solu¬ 
tions. The first and simplest solution is 
that you must give the Fleece as a gift 
to the people. The second cause could 


be that you cried to build your town in 
the direction of the monster’s den 
located to the southeast of die Temple. 
Instead, build the town toward the 
northern monsters den. Also, die town 
won’t grow unless youVe melted the ice 


in the direction of growth. The final 
problem is the flying skulls’ earth¬ 
quake. Attack the skulls from a dis¬ 
tance as soon as they appear from their 
dens. 



Give the people the gift o i Fleece They must be 
warm enough to work outside in the freezing 
cod 



Build toward the northern monster's den The 
closer den to the southeast can't be reached at 
first 



Keep your distoncc ond ottack the flying skulls 
repeatedly os soon as they appear from their 
dens 


? 


HOW DO I GET THE TABLET? 


T he Tablet is found only if the 
people of Kasandora build their 
town to the eagle formation. 
After conquering the desert and pyra¬ 
mid, the people will fall ill and stop 
building. Get the Herb from Marahna 
and give it to the Kasandonans. Now 
build Kasandora to the northwest. 
Once you have the Tablet, take it to 
the people of Marahna. 



Get the herb from the island people of 
Marahna 



Take the Herb to Kosondora ona build to the 
northwest 


Counselor Quotes 


Here are words of wisdom from some of die best video game 
players in die world—the Game Counselors at Nintendo. A 


lot of these general tips are based on common sense, but you 
have to remember them or diey wont do you any good. 
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CRYSTALIS 




HOW DO I GET DEO'S PENDANT? 



Shane Jensen 


D eo is a rabbit, and rabbits ill the 
world of Crystal is can be very 
special. For one tiling, rabbits 
talk. Find Deo above the town of 
Sahara, which you can reach through 
the cave in the middle of die desert. You 



Ga to the cave in the middle aF the desert ta 
roach the area near Sahara Use CHANGE ta 
turn into Stom 


must have the FLIGHT spell (obtained 
from Kensu in Goa) to pass over the 
whirlpools blocking the entrance to the 
desett cave. When yon find Deo the 
rabbit, transform into Stom and talk to 
him. Thinking that you are Stom, he 



Toik to Deo the robbit north of the town of 
Sahoro He'll give you a pendont thot refills 
MP 


will give you the Pendant. The Pendant 
of Deo restores depleted Magic Points 
when you wear it. Unfortunately, Magic 
Points aren't replaced during a battle. In 
addition, you must stand still to tefill 
your Magic Points. 



The Pendont oF Deo reFills spent MP when you 
weor it ond s*ond still It doesn't work in o 
fiqht 


? WHERE IS THE WARRIOR'S RING? 



A kahana’s final words to you in 
Shyron were a clue to the 
location of the Warriors Ring. 
Someone in Goa has it, but they aren’t 
about to give it to just anyone. First 
you must prove yourself worthy by bat¬ 
tling through the Casde of Goa. In the 
rematch with General Kelbesque, use 
the Sword of Wind and free Zebu, 
then defeat Sabera using the Sword of 
Fire, If you succeed, you will have res¬ 
cued Tornel. Mado is next to face your 
wrath. He is susceptible to an attack by 
the Sword of Water. Asina will be freed 
if you defeat him. Now you must 
defeat Karmine using the Sword of 
Thundet in otder to win the Ivory 
Statue and the Storm Bracelet. If you 
don’t have the Sword of Thunder yet, 
starch for it in the Cave of Styx. Head 



When yau hove the FLIGHT spell, ga into the 
town at Gaa ond use the CHANGE spell ta turn 
inta Akahana 


cast from Shyron, climb the mountain, 
and when you reach a locked door, use 
the Key of Styx. Once you’ve won the 
Ivory Statue, restore Kensu and get the 
FLIGHT spell. Now you are rea dy to 
look for the Warriors Ring. Transform 
into Akahana, then talk to the man in 
the top right house of the town. The 
man will recognize you as the man who 



The Sword of Thunder is hidden deep within the 
Cave aF Styx Travel eost from Shyron ond take the 
Key af Styx to open the locked door on the mauntc n 



Yip' \9U t •* 

* mm . 


Talk la the mon in the top right house in Goo If 
yau have the FLlGH T spell and laak like 
Akahana he will give yau the Warrior's Ring 


gave him the ring and he’ll return it to 
you. If you turn into Akahana and go 
to visit the man befote defeating rhe 
captains of the castle, you will not 
receive the Ring. The effect of the 
Warrior’s Ring is to give any sword 
continuous fire at the first level of pow¬ 
er, For the final legs of your trip, this 
extra power makes a big difference. 



Restore Kensu with the Ivory Statue to get the FLIGHT 
spell Kormine in the Castle of Goa has the Statue 
You'll olso face Gen Kelbesque, Sobera ond Modo 



The Warrior's Ring gives you continuous firing for 
any af yaur swards at the first level of power 
You'll need that extra boost in the areas ahead 
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FACEBALL 2 


WHERE ARE THE WARP ZONES 
IN LEVELS 10 AND 20? 



W aking use of the Warp Zone's 
in Fact-ball 2000 is the easiest 
way to reach higher levels of 
the maze, ('lues to Warp locations arc 
given, but the Warps may still be hard 
to find. In Level 10, the Warp to Level 
20 can be found by shooting the wail 
opposite rhe Exit twice. The Warp 
from Level 20 to Level 30 is trickier. 
Touch the wall behind the third but' 
ton, then shoot it and finally touch it a 
second time. 



Shool the wa.l opposite the exit twice m order to 
find the Worp Zone from level 10 to evel 20 



Here's the Worp from level 20 to 30 touch the wo I 1 
behind the third button, shoot it, ond touch it ogoin 


CATRAP 


WHAT ARE THE CORRECT BONUS PASSWORDS? 



Jake Kazdell 


F or Catrap players who want to see 
more than the regular 100 rooms 
in the game, there arc three pass¬ 
words to Bonus Rooms listed in the 
manual Unfortunately, the manual codes 
include errors and will not work. The 
three passwords shown here will get you 
into those Bonus Rooms. Enter the Edit 
Mode from the Mam Menu, then input 
the password from there, if you try to 
enter these passwords on the Main 
Menus input option, the codes will not 
work. Since the passwords are complex, 
enter them carefully. 


► INPUT PNSSNORD * 

► INPUT PfISSNOSW 4 

CI^JR JHIOB EMM 


5I7PH 2KR3P OPN97 

51NII COTOL HLNI4 


3WT4 MRHIE NKfWF 

92R1Q UaKFP 4KNTK 


6LK9B TGLU9 5JFVE 

OftT — 


PT6NP WT^ 

0 k . 4 . A 

• • | 41 •d *» •*- » 




► INPUT Pfissmsw < 

WNEC 

NVW2 

83H29 

05HZ0 

3T4CKK 

I580N 

40P2C 

RI3K3 

I5HFA 

NB4K3 


.. _ 



Enter the ionp coda very corefully from th* Edit Mode 
inpu' not the Morn Menu input Double check eoch 
entry to moke sure thot you hove the proper pass 
word You II sou one of the three Bonus Rooms 



WRITE TO: 

Attn: Counselors 1 
Comer 

PO Box 97033 
Redmond, WA 
98073-9733 

CALL: 

(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon-Sat., 4 00 am to 
Midnight and Sun., 
8-00 am to 5:00 pm, 
Pacific time 
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Win a VIP trip for 
2 to witness an 
actual Space Shuttle 
launch!** 

Take a VIP tour of 
the Astronaut 
Hall of Fame. 

Attend the U.S. Space 
Camp for one session 
of astronaut training. 


** Trip will coincide with a scheduled launch, 
however, delays are not the responsibility of 
Nintendo Power. 
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One entry per person. Entries must be postmarked by 
March IS, 1992. Winners will be randomly drawn 
from among all eligible entries and notified by mail. By 
accepting their prizes, winners consent to the use of 
their names, photographs, or other likenesses for 
advertisements or promotions on behalf of “Nintendo 
Power” magazine or Nintendo of America Inc. 
without further compensation. Chances of winning 
are determined by the total number of entries 
received. The ratio of Grand Prizes to entry cards dis¬ 
tributed is 1;1,3SQ,OQO. Prizes are limited to one per 
household. Winners may not elect to substitute 
prizes. All prizes will be awarded. To receive a list of 
winners, which will be available after March 31,1992, 
send your request to the address listed above. 
GRAND PRIZE TRIP; Nintendo will arrange travel and 


accommodations for the Grand Prize winner to one 
full session at the U.S. Space Camp in Huntsville, Ala¬ 
bama. Nintendo will also arrange a tnp to a proposed 
Space Shuttle launch at Cape Canaveral for the winner 
and one guest. Tnp dates will be subject to Space 
Camp ayailability and Space Shuttle launch date sched¬ 
ule. All dates will be determined by Nintendo Power. 
Estimated value of the trip is $S000. If under 18, the 
winner must be accompanied to the proposed launch 
by a parent or legal guardian. The winner must provide 
written release to Nintendo of Amenca Inc. This con¬ 
test Is not open to employees of Nintendo of America 
Inc., their affiliates, agencies, or immediate families 
and is subject to all federal, state, and local laws and 
regulations. Void in Canada and elsewhere where pro¬ 
hibited by law. 




~ - -• - -- =-•=-— -- - 

Official Contest Rules No purchase necessary) 


To enter, either fill out the Player’s Poll response 
card or print your name, address and telephone 
number on a plain 3" x S” piece of paper. Mail your 
entry to this address: 


NintendoPowerPlayer'sPoll 
P.O. Box 97062 
Redmond, WA 98073-9762 




Second 

Prize 


Official Space Camp Wristwatch 
and a Space Shuttle Project Game Pak 
from Absolute Entertainment. 


Nintendo 

Power 

Jerseys 


tounch yourself into stardom ■wearing styjin PovverGearl 

Experience simulated weightlessness 
. .. practice moonwalking. •. build 
and launch your own rocket.•• at 
U.S. SPACE CAMPS Call 1-800-63- 
SPACE for more information. 
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' 5UPJER 
CASTiEvUlsflA IV 
bEWHREOF 
-7. EVERYTHING/ • 




7 IF YOU WANT TO 7 
PESTROY PRACULA 
ONCE AMP FOR RLL, TOU 
. HAYE TO MASTER 
V THE WHIP. ^ ^A 


' <3£T \ 
A LITTLE 

wrapped 

V UP? y 


f'--' HE ^ 
* SHOULP ’ 
KNOW. HE'S 
TRIEO IT 
FOUR TIME5 
, ALREAPY. < 


/ IT'5 P NEW N 
-nKHWIflue THAT 
RELIES ON SURPRISE 
AWP CONFUSION. 


^ COME ON, 

boneheap, 

fine ME YOUR 
BEST SHOT/ . 


WATCH 

OUT, 

WESTER 


/” IF YOU WANT TO T 
PE5TR0Y PRACULA 
ONCE AMP FOR ALL, TOU 
. HAYE TO MASTER 

V -we whip. ^ ^A 


HE ^ 

* SHOULP ’ 
KNOW. HE'S 
TRIEP IT 
FOUR TIMES 
, ALREAPY. i 


^ COME ON, 
BONEHEAP, 
fine ME YOUR 
BEST SHOT/ . 


WATCH 

OUT, 

WESTER 


WHAT ’ 
PIP YOU 
PO THAT 
^ FOR? . 


» SIMON SAYS, ^ 
f HE WHO RUNS, THEN 
RETURN5 TO FIGHT, 
l MAY FIMP HI 5 
L FOE HAS LEFT J 
^TTHE SITE. 
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i BATTLETOADS ! 

1 1 THE IMMORTAL 1 

1 

! THE PUNISHER 


Michael Hora 
& Boss MocPherson 

Janesville, Wl 

Finished 

David Parsons 

Houston, TX 

Finished 

Tommy Topal 

Tucson, AZ 

Finished 

Jake Beistg 

Bozeman, MT 

Finished 

John Keohane 

Donville, VT 

Finished 

David Englebnght 

Oxford, NC 

Finished 

Hilo Alibotod 

North Hollywood, CA 

Finished 

Greg Hewton 

Taft, CA 

Finished 

Eric Bouer 

Grafton, Wl 

Finished 

Ben McKee 

Vancouver, WA 

Finished 


Todd Jeffreys 

East Grand Ropids, Ml Finished 

Keith Wilcox 

Hempstead, TX 

Finished 

1 DR, 

. MARIO 

1 

Jone Scrahuny 

Omaha, NE 

340,062 

Angie Stem 

Hme York, NY 

302,042 

Viveta Fernandez 

San Oiego, CA 

280,036 

| DR 

. MARIO 

1 

Man'a Lane 

Lehewood, CO 

889,700 

Jessica Buonincontra 

Derby, a 

694,500 

Brian Travis 

East Falmouth, MA 

682,300 

Delores Pierce 

Colleyvrlle, TX 

617,900 

Rich Ambler 

Madison, Wl 

552,550 

Richie Travis 

East Falmouth, MA 

432,400 

Nora Wong 

San Francisca, CA 

431,000 

Kyoka Miyomura Hix University, M5 

351,900 

Jason Sorensen 

San Carios, CA 

326,280 

Kim Dorcey 

Levittown, NY 

314,700 


DRAGON’S LftIR: THE LEGEND I 


Kelson 8udy 


Seattle, WA 


Finished 



Thomas bpschufac Mount Penn, PA 


Finished 


FARIA 


Greg Gdldand 
Cheryl Meeker 


Shreveport, LA Finished 

Big Bear Lake, CA Finished 



Troy Lee 
David Todd 
Joson Di Molt© 
Clint Alvarei 


Pittsburgh, PA 
Chicogo, IL 
Albuquerque, NM 
San Antonio, TX 


Finished 

Finished 

Finished 

Finished 



Brian Pruitt 
Henry Walsh 


Henderson, KY 
Douglas, GA 


finished 

Finished 



Wolton Cheuny 


Harth Haven, CT 


Finished 


Terry Bober 
Jerald Waack 


Biwabik, MN 
Muscatine, IA 


Finished 

Finished 


THE LITTLE MERMAID 



Frank A Debra Nosche^e Medford, NY 

Finished 

Byne Saunders 

Streamwood, IL 

Finished 

David Du man 

Pleafanton, CA 

Finished 

Michael & Jeff Seekers Richmond, CA 

Finished 

Jon Lundeen 

Ashland, NE 

Finished 

Kevin Orcutt 

Langhame, PA 

Finished 

Mary A Amy Juvmgc Bartlett, IL 

Finished 

Carlos McElhsh 

5pokane, WA 

Finished 

Michael McDougal 

Madison, Wl 

Finished 

1 NINJA GAIDEN ID 1 

Dennis Weekly 

Marlins Ferry, OH 

Finished 

Miggy Zamora 

Hong Kang 

Finished 

8nan Plummer 

Palmdale, CA 

Finished 

Richie Chambers 

Rossville, GA 

Finished 

I PILOTWINGS I 

Jimime Tyrrell 

Howell, NJ 

Finished 

Ian Keiner 

Monterey Park, CA 

Finished 

Matt A Mihe Heislet 

Scranton, PA 

Finished 

PotTnpp 

Rockville, MD 

Finished 

Chad Hildebrand! 

Huntington Beach, CA 

Finished 

John Hansen 

St. Petersburg, FL 

Finished 

Scott Levine 

Daly City, CA 

Finished 

Chns Fa ley 

North Vancouver, BC 

Finished 

Danny Horn 

Spokane, WA 

Finished 

David 8lanchl 

Irvine, CA 

Finished 

Jimmy Cappodora 

Ellington, CT 

Finished 

HoordoDtCoTvoMwttorwi Silver Spring, M0 

Finished 

1 PINBOT | 

Joe Thieien 

Mrilbury, OH 4,848,830 

I PIPE DREAM | 

Carolyn 8ishop 

Oregon City, OB 8,572,850 


Jason Bind sail 

Forked River, NJ 

Finished 

Hich Valley 

Shortvrew, MN 

Finished 

Aaran 8umett 

Long Beach, CA 

Finished 

Seth Lascurain 

Cmebar, WA 

Finished 

Bichard Beard 

Blue 5prtngs, MO 

Finished 

Eli Krauhlis 

FaiHbanhs, AK 

Finished 

Coray Lowes 

Winnipeg, MB 

Finished 

Brian Whte 

Scoffs bluff, NE 

Finished 

Joseph Hordyman 

Helena, MT 

Finished 


Jason Bell 

Woodinville, WA 

Finished 

I RAINBOW ISLAND 1 

Michael Fryer 

Indionopolis, IH 

Finished 

I ROCKETEER | 

Jeff A Danny Thamann Boon vi Ik, MO 

Finished 

Nate Kinney 

Sandwich, IL 

Finished 

Adam Denhoff 

Hew York, NY 

Finished 

Brad Crum 

Louisville, KY 

Finished 


Joson Webb 
Heather Honey 
Bobert Converse 
David Ell 

Salt Lake City, UT 
Middletown, OH 
Florissant, MO 
CleoHahe Oahs, CA 

Finished 

Finished 

Finished 

Finished 

(SUPER MARIO WORLD) 

Emily Lake 

Charlie Spuckler 
Aaran Michelony 

Austin, TX 

Westlake, OH 
Rohnert Pork, CA 

Finished 

Finished 

Finished 

I SUPER R-TYPE | 

David Rosen 

Stroudsburg, PA 

Finished 


Mike & Adorn UeMmg Valley Stream, HY Finished 


Gory & Betty Ltebmann Grafton, Wl 

405,333 

Mantque Saenz 

Carpus Chrt&ti, TX 

401,040 

Ch«yl Oahky 

Hobart, HY 

324,005 

Debbie Alley 

Crosby, TX 

315,618 

Chad Gentry 

Clyde, HC 

300,000 

1 TETRIS 1 

David Cha 

Huntington Beach, CA 514,742 

Christ© Clay 

Portland, OB 

490,043 

Babert Hilaria 

Vallejo, CA 

458,751 

Mark Bicherf 

Bellevue, WA 

435,990 

Enc Yu 

Ajax, ON 

401,602 

1 U.N. SQUADRON 1 

Michoel Polinsky 

Fort Salanga, NY 

Flushed 

I WHERE’S WALDO I 

Melody OiChiara 

Elmira, NY 

Finished 


Join the leogue of Power Ployers by 
sending photos of your high scores to: 

Nintendo Power Players 

P,0. Box 97033 # 

Redmond, WA 98073-9733 
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TWO GUYS' 0P5«i$ ON THE LATEST RELEASES 


Rob and George have been busy keeping up with the latest 
releases over the past month and here’s what they have to say 
about some of the more notable titles. 


GEORGE | 


The new Simpsons game for the NES titled 
Bart Vs. The World has action scenes that 
are along the same lines as the last Simpsons adventure and 
there arc additional types of games included, such as a test of 
Simpsons Trivia and a card matching game. I like it better 
than Bart Vs. Tbe Space Mutants. You don’t have the totally 
absurd idea of aliens trying to collect all things purple or all of 
the hats in Springfield. Instead, there’s a believable Simpsons 
plot, where Mr. Bums is trying to get rid of the family by 
placing them in dangerous predicaments all over the world 
and Bart is trying to thwart his plans. 


Only Bart Simpson could have a game titled 
Bart Vs. The World. That’s right in line with 
Bart, so that makes it fun right there. 1 thought that the plot 
was intriguing but you do lose a lot of focus with all the 
puzzle games, like that one where you have to slide all of the 
pieces of the picture to make it whole. I gave up after about 
five minutes of that. 



GEORGE 


You don’t have to finish the puzzle parts in 
order to move on to the next stage. 


That’s true, but I don’t think they really have 
to be there. I liked the action parts, though, 
like skateboarding on the Great Wall of China. 1 mean... 
that’s a great idea. 




Personal Power Meters for The Simprons 2 Bor* Vs The WoHd Rob 3 5 3 5 3 0 
3 5 George 30304035 


Moving on to more great ideas .. the Turdes 
have a new game entitled T.M.N.T. Ill: The 
Manhattan Project and Shredder has returned once again 
for another big fight. How many times can this guy come 
back from defeat? You’d think maybe he’d take a rest or retire 
or something. 



I like this game but it’s not much different 
from the T.M.N.T. II: The Arcade Game. The 
Turtles have a couple of new moves and they fight in new 
locations. 



Like Florida, which is where Shredder should 
hang up his claws for a while and take it easy. 
We’ve pummcled him enough. I think that it’s time for some 
other evil mutants to step in and challenge the Turtles. 




Pefsojval Power Meiers for T M N T fll The Manhattan Pro|ecl Rob’ 3 5 3 5 4 0 
40 George 353535 30 


ROB I Another NES game being reviewed in this 
J issue is Rampart from Jaleco. I didn’t think 


that I was going to get into it that much because the whole 
concept is pretty simplistic. I mean, all you do is build your 
castle walls and blast the attacking fleet or the other player’s 
casde. It’s good, but I’m just wondering if there’s much of a 
challenge to it once you’ve gone pretty far into the game. 


1 think that there’s a lot of ch allenge and a lot 
of strategy, especially in the two-player game 
and I’d like to prove it by challenging you to a match. (Editor’s 
Note: George and Rob’s Rampart match ended with George 



10 2 NINTENDO POWER 

















































overcoming Rob's forces with a score of6070 points to 3429 
points. Rob has requested a rematch). 



Personal Power Meters for Romport Rob 35 303535 George 4 0 30 4 5 
45 


ROB 


J 


Well, I think that’s just a case of arcade tech¬ 
nology vs. the NES. A lot of the appeal of the 
original game is its graphics and sound and the way that they 
support the theme of robot football. You just can’t have the 
same atmosphere on the NES as you can with a several thou¬ 
sand dollar arcade machine. Well have to wait for a Super 
NES version in order to have a game of the same quality. I still 
think that it's fun on the NES and that it docs carry off the 
theme. 


I guess 111 just have to wait to see if it makes it 
to the Super NES for a really enjoyable, 
arcade-like Cyberball experience. 




The Blue Marlin is the first of our games 
that weren’t featured in this issue. 


GEORGE 1 ^ lmC WaS a sur P nse to me - Even 

- J though there have been two Black Bass games, 
the concept of a fishing video game just didn’t float for me, 
I don’t watch fishing on TV either, or actually fish, so the s ub- 
jeet didn’t appeal to me much. 1 really did find myself enjoy¬ 
ing this game, though 


I played for well over an hour and never 
caught anything, which made it kind of frus¬ 
trating. But, you’re right. It’s one of those games that, starting 
off, you think it’s going to be kind of dopey but it ends up 
being good. IVc fished before and I can’t say that it’s all that 
realistic but there is some strategy in the game like deciding 
what kind of bait to use and figuring out how long your lure 
should be. What's unrealistic is that you actually know where 
the fish arc. You can see them on the big map. 



GEORGE 1 1 think they do that to quicken the pace and 
W9B9B get right to the action of trying to reel in the 
marlin It wouldn’t be much of a game if they just left it to 
luck 



It’s a real different kind of video game and 
that’s what makes it fun. 



254030 


Cyberball is a futuristic football game which 
has been very popular in the arcades. In fact, 
it’s inspired an arcade sequel and a lot of arcades have Cyber¬ 
ball competitions. Now there’s an NES adaptation from 
Jaleco. A lot of Cyberball fans will probably enjoy it but it 
docs seem kind of watered down when compared to the origi¬ 
nal. The graphics aren’t as detailed and the simulated voices 
aren’t as dear. 



ROB j 

way it is. 


And I’ll continue to play the game on the 
NES, because I think that it’s good just the 



pprsorw' Power Meters lor CyberbaJI Rob 30303035 George 30253025 


PFflRPF ll N ext » we have the NES adaptation of the per- 
KHSHB^bBI sonal computer game King’s Quest 5C It’s 
been a very popular PC series and this latest installment has 
been praised for its graphics and depth on the PC. 


And it makes a real attempt in the graphics 
department on the NES, too. I’d say that this 
is a game that you’ve got to play for several hours in order to 
really enjoy it. It’s not a quick read at all But once you get past 
the intro and into the story, I could see that you could really 
get caught up in it. It’s definitely a rcad-the-manual-first 
game. 



The play control didn’t feel very intuitive to 
me. It seemed difficult to move the character 
and figure out how to open doors and manipulate items If 
you’ve figured that out, though, it could be fun. The script is 
well written and it includes a lot of humor 




Personal Power Meters for King s Quest V Rob 30303535 George 35303535 


ROB 


J 


Bucky O’Hare is based on a new cartoon 
series. Bucky has some friends who have been 
kidnapped by an evil force and he’s got to save them. Bucky 
looks the same in the game as he does on TV. It a game for 
young players. 
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ROB 


j || Taking a look at the Game Boy lineup, there’s 
J a version of Asteroid* for the system now 
from Accolade. I logged m a lot of hours on the arcade ver¬ 
sion of this game and I’d have to say that this one is just as 
good It’s very involving just like the original. The only thing 
that I didn’t like about it was that it felt a little claustrophobic 
on the small screen. 


GEORGE 


That didn’t bother me at all because every¬ 
thing else is relatively small so that you still 
have a lot of room to dodge asteroids 



Personal Power Meters for Asteroids Rab 30 303540 George 30 30 35 
35 



Personal Power Meters for Daricman. Rob 2-53025 2-5 George 2 5 3.5 3 5 3 5 


GEORGE \ ® oxx ^ e ^ 1S next and it’s very challenging. 

The concept is the same as the original. If 
you’ve completed the first one and you’re looking for more 
difficult puzzles m the same vein, then this one is for you. 


ROB 


J You know, it seems that if you have tried a 
puzzle a certain amount of times, the game 
should show you the solution, so that you could move on to 
the next one. Otherwise, I could sec a beginning player being 
very frustrated by this game on the second or third puzzle. 


I thought that Blaster Master Boy was a lot 
of fun just from a pure action standpoint. You 
basically just have to bomb everything in the area and un¬ 
cover hidden stuff. There are all sorts of different items that 
you can find and you have to make sure that you clear out 
quickly or you’ll get hit by the blast. 



I’m a real fin of Blaster Master for the NES 
and this game has nothing to do with the 
original There’s none of the sense of exploring a big world 
like there was in the original and no cool vehicle cither. It 
basically plays like a puzzle game where you just keep blast¬ 
ing 



I like blasting. It’s very mindless, fun action. 
This is a game where you don’t have to solve 
any mysteries and you don’t have to know the magic word 
You just blast. 




Personal Power Meters for Blaster Mast «r Boy Rob 3.5 40 3 5 3 5 George 2 5 
35 3030 


But it could be a whole lot more. On to other 
games. There’s a Game Boy game based on 
Darkman. It’s quite a bit different from the NES game of the 
same name. Where the NES game had a lot of tricky jumps 
and obstacles, this one seems to be more like a street-fighting 
game. The graphics are good, but the play control could use 
some help. 



PQg j I agree. It’s only the Darkman character that 


seems to make it different than something 
like Double Dragon. There’s not any puzzle solving involved. 
It’s just kick, kick, punch, punch. 


♦ ♦ 


m 






stasis £ 


■ ■ 
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Personal Power Meters for Baxxle 2 Rab 35253030 George 40 30 3030 


Mini-Putt is very similar to the NES version 
of the game. It’s fairly true to real miniature 
golf with a lot of the same types of obstacles that you would 
find in an actual course. 


GEORGE 


It’s not real 
mini-putt, 

but it’s got windmills, slopes 
and an elephant I guess 
that’s about as real as it gets. 



Personal Power Meters for Mini Putt 
Rob 35 30 3 5 30 George 30 40 
3035 




GEORGE l^incc i ust a k° ut * ver y Super NES game is 

worthy of a feature, we’ll talk about more 
releases next month when 
there’s more room. I would 
like to mention that I think 
The Legend of the Mysti¬ 
cal Ninja is a great game. It’s 
got good action, a lot of hu¬ 
mor and a ton of fun bonus 
games. Check out the 3-D 
perspective maze and the in¬ 
game arcade with air hockey George s personal Power Meter for The 
and the original GradlUS Legend cf the MyshcaiNmia 40 40 


The opinions of Rob and George do not 
reflect the opinions of Nintendo Power 
Magazine or Nintendo of America Inc. 

__J 
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YOUR GUIDE TO THE LATEST RELEASES 


NES TITLE _ 

COMPANY 

PLAY INFO 

TOWER METER RATINGS 

G P C T 

GAME TYPE 

The Blue Marlin 

Hot-B 

IP/PASS 

2.9 

3.1 

3.1 

3.B 

Marlin Fishing 

Bucky O’Hare 

Konami 

IP/PASS 

3.3 

i, i ..I 

3.4 

3.3 

3.3 

Comic Adventure 

The California Raisins 

Capcom 

IP 

3.6 

3.3 

2.B 

3.3 

Comic Action 

Cyberball 

Jaleco 

2P-S 

2.9 

2.B 

l - * 

3.0 

3.3 

Futuristic Football 

G.l. Joe: The Atlantis Factor 

■ 1 

Capcom 

IP 

3.3 

3.6 

3.4 

3~3 

Combat Action 

King's Quest I 

Konami 

IP/BAH 

2.9 

2.6 

3.4 

3.3 

Hero Quest 

Rampart 

Jaleco 

2P-S 

3.2 

3.6 

3.9 

4.0 

Action Strategy 

The Simpsons: Bart Vs. The World 

Acclaim 

IP 

3.1 

2.9 

2.9 

3.2 

Comic Action 

T.M.N.T. DT: The Manhattan Project 

Koei 

1P/BATT 

3.2 

2.5 

3.4 

3.6 

War Simulation 


GAME BOY TITLE 

COMPANY 

FLAY INFO 

ROWER METER RATINGS 

G P C T 

GAME TYPE 

The Addams Family 

Ocean 

IP 

3.1 

2.7 

2.9 

2.B 

Comic Action 

Asteroids 

Accolade 

2P-S 

2.B 

3.6 

3.4 

3.3 

Arcade Classic 

Blaster Master Boy 

Sunsoft 

1 P/PASS 

3.4 

3.4 

3.1 

3.2 

Sci-Fi Action 

Boggle Plus 

Parker Bros. 

2P-S 

3.1 

3.4 

3.4 

3.B 

Board Game 

Boxxle 2 

PCI 

1 P/PASS 

2.B 

3.3 

3.1 

2.9 

Action Puzzle 

Darkman 

Ocean 

IP 

3.4 

2.B 

2.9 

2.B 

Sci-Fi Action 

Doomsayer 

Ascii 

1P/BATT 

3.2 

2.7 

2.9 

3.0 

Role Playing 

Gradius: The Interstellar Assault 

Konami 

IP 

3.7 

3.7 

3.7 

3.4 

Sci-Fi Action 

Jordan Vs. Bird 

Electronic Arts 

2P-S 

2.9 

2.4 

2.7 

2.B 

Basketball 

Mini-Putt 

JVC 

4P-A 

3.0 

3.1 ! 

>, % •» & i 

3.2 

3.3 

-- i 

Miniature Goil 

Q*Bert 

Jaleco 

2P-A 

3.2 

3.7 j 

3.4 

3.6 

Arcade Classic 

Super Hunchback 

Ocean 

IP 

3.7 

3.5 

3.2 

3.3 

Comic Action 

Terminator 2: Judgement Day 

UN 

IP 

3.6 

3.3, 

3.3 

JLL 

Sci-Fi Action 


r -- 1 

.. .... .mSML 

rk 1 • 1 i. 

1 1 .4 pi 4 

" 1,1 * IH 

A-L 1 mi ; * : vi 

■ ir *; 4 \ VI 1 lx i & 1 


LazerBlazer/Blastris 

Nintendo 

2P-A 

3.9 

4.0 

3.6 

3.B 

Super Scope 6 

Lagoon 

Kemco/Seika 

IP/PASS 

3.9 

3.2 i 

3.5 

3.0 

Hero Quest 

The Legend of the Mystical Ninja 

Konami 

2P-S/PASS 

3.B 

3-B . 

3.6 

3.7 

Comic Adventure 

--- — —*— ** * i 

Wanderers From Ys 

--— 

| American Sammy 

1P/BATT 

3.9 

3.6 | 

3.9 

3.B 

Hero Quest 



¥ 

LrJ 


MTR 



You can get the most out of our 
game chart by understanding 
the cotegories. Title, Compony 
ond Gome Type are self 
explonofory. Use this Key to 
understood Play Info and the 
valuoble Power Meter ratings. 


PLAY INFO 

Games are made to be ployed with as many 
as faur players. Some also employ a battery 
ar password to save game play data. 

IP = ONE PLAYER 

2P-S = TWO PLAYERS SIMULTANEOUS 

2P-A = TWO PLAYERS ALTERNATING 

4P-A = FOUR PLAYERS ALTERNATING 

BATT= BATTERY 

PASS = PASSWORD 


POWER METER 

The Pros at Nintendo HQ rate 
each new game. Ratings are 
from 1 {poor} ta 5 (excellent) in 
four different categories. 

G = GRAPHICS AND SOUND 
P = PLAY CONTROL 
C = CHALLENGE 
T = THEME AND TUN 
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The coming months may tell a different tale, but the Super Mario Bros, continue their 
unequaled domination of each game system. The scramble for supremacy in the Super 
NES category kicks into high gear! 



1 


128 MONTHS 



3 

4,1521 

POINTS 

141 months] 


SUPER MARIO BROS. 3 



There's not too much plumbing 
go mg on, but the Super Mano 
Bros are out to fix Bowser's 
pipes. 


l6J«kJ DR. MARIO 

BATMAN 
METRQID 
CRYSTALS 


8 


2,565 

POINTS 


BATTLETOADS 


9 r 


2,406 

POINTS 


U«*v * 



The big, bad Toads hang on to 

the Number 2 slot again Rash, _ 

Pimple and Zitz are toadally r|2 po?NTS 
cool' L — 


EH TINY TODNS 
1 UK ] MONOPOIY 

TETRIS 


♦♦♦♦ 










THE LEGEND OF ZELDA 



A huge favonte among players 
o r all ages’ Lmk and his Magic 
Sword will battle Ganon any¬ 
time 





13 POINTS ) SUPER MARIO BROS. 2 

■ ■■ 

TMNT I: THE ARCADE GAME 

MEGA MAN H 

' " * * * * ■■■■■ ■ 

ZELDA E: the aovenhire of link 


is 1647 

I D POINTS 



3.876 

POINTS 


MEGA MAN 1 

Wily and company keep 
coming back for more, but 
Mega Man and his arsenal of 
weapons are here to stay 



3.842 

POINTS 


FINAL FANTASY 

Choose your Light 
Wamors and set out on 
an incredible journey by 
land, boat and flying ship. 


17 P^NTS ] BASES LOADED I 

DRAGON WARRIOR I 
MEGA MAN E 


[1 8 kSnts 


(1 9 pcjinfs . 


[2075S1CASTLEVANIA I: W 


♦♦♦♦♦♦♦♦♦■♦♦ 


»♦ ♦♦ ♦ 
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SUPER NES 


SUPER MARIO WORLD 


r 


6~^k) ACTRflISER 



Grab Mano's pal, Yoshi, and 
take a wild ride through the 
wackiest and most dangerous 
World eved 


7 


U.N. SQUADRON 


9 


4,337 

POINTS 


F-ZERO 



ftn ^v\\ 


FINAL FIGHT 


Choose a hovercraft, strap 
/ourself in and expenence the 
truly incredible speed of the 
Super NES 


WKjjT] THE LEGEND IF ZELDA 

■ ■ ♦ ■■■■■■■ 

DRAKKHEN 
PILOTWINGS 
SUPER R-TYPE 


fTn 4 ' 234 

IU POINTS 



12 & GRADIUSI 

CASTLEVANIA 



FINAL FANTASY I 


2 MONTHS 



The streets of Metro Crty are 
crawling with dastardly dudes, 
but Cody and Hagga r must find 
Jessica. 


15 POINTS SUPER GHOULS 'N GHOSTS 


Ittlttll ■ ■■ 


KE&\ ULTRAMAN 


l__ 


SlMCITY 

V i 

The S-mctizens are up in 


arms over the problem o f 

6 002 

pollution What are you 

paKrrs 

going to do about rt ? 


SUPER ffi 

The first baseball game for 
the Super NES is far from 
being stuck in pine tar as it 
rackets to #5. 


17 pcS?nts NOLAN RYAN’S BASEBALL 

POPULOUS 


19 K^NTS THE CHESSMASTER 


BhSBl HAL’S HOLE-IN-ONE GOLF 



GAME BOY 


SUPER MARIO LAND 


“i 


TO*is^ir*r:v7 

* 


17 MONTHS 



13 MONTH 



The ancent rums and tempes¬ 
tuous waters of Super Mario 
Land make Mario’s outing a 
Game Boy gem. 


(j6 FOINTS CASTLEVANIA l:nwsi»M 

17 _ 

(8 SUPER Hi PRO-AM 


F-l RACE 


9 SS) FINAL FANTASY ADVENTURE 


The virus level in your Game 
Boy can be overwhelming, but 
Dr Mano is prepared to handle 
them all 


10 POINTS OPERATION C 

BATTLETQADS 




1 1 2,025 
II POINTS 


♦ ♦ ♦♦ 44*ka*4* 4fra+4+ 



MEGA MAN: ““ 



REVENGE 

Always a favorite, Mega Man 
blasts through his first Game 
Boy adventure What's next.? 



TMNT H, 



FAIL OF 
.IKE FOOT CLAN 

Are the Turtles losing 
ground in the Poll or have 
they just taker too long of 
a pizza break? 



METROID E: E5T 

With your help, Samus 
Aran can accomplish the 
best ending in Metroid E 
Destined to be a classic 1 


12 F&NTS ] TECMO BOWL 

[lOD FINAL FANTASY LEGEND I 

14 POINTS ] FINAL FANTASY LEGEND 

FACEBALL 2000 
BASES LOADED 

17 poMts ] CASTLEVANIA: ire adventure 

f 1 8^1 BATMAN . 

3080 THE HUNT FOR RED OCTOBER 
i20h^iV: KID ICARUS 


15 POINTS 1 

16 pofws 1 
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Jeff 

H eTenT"WW« 



WHAT ARE YOUR FAVORITE 

SUPER NES GAMES? ]acn er . 

Jason^nklin 

Richa^L^nde 

Stamforff^i 


Final Fight 
Super R-Type 
Super Mario World 

Hyperzone 

F-Zero 





Super Mario World 
Final Fight 
F-Zero 
Super R-Type 
G radius UI 



F-Zero 
Super R-Type 
ActRaiser 
Hyperzone 
The Chessmaster 


Tony C^bKielson 

V l iitonTR^S 



Super Mario World 

ActRaiser 

Drakkhen 

Super Bases Loaded 
Ultraman 



SEC? w ° rw 

Super R-Type 


Chip J?aUl°y n 

IndianapWw 



SuperMario Worid 

Super R-Type 

^ j!... TTT 


TAKE 5 

1 he readers oi Nintendo Power have 
voled these games to be their l op 5 
NES Role-Playing games. Make sure lo 
cast an accurate vote for your favorites in 
the Player’s Poll this month. 


3. Dragon Warrior 

1. Final Fantasy 

4. Dragon Warrior I 

2. The Legend of Zcldd 

5. Zelda A: 36**“ 
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When Nintendo Power talked to 
Darius McCrary and Kellie Williams, 
stars of “Family Matters,” we got rhe 
scoop on how they feel about life, 
video games, and playing Super Off 
Road, the hot new game for the Super 
NES. 

On “Family Matters” Kellie plays 
Laura Winslow, Urkel’s unrequited 
love, and Darius stars as Eddie 
Winslow, Lauras brorher, who is “a 
real cool, kinda chill guy, a ladies’ 
man.” On rhe set, they’re typical sib¬ 
lings who have a love/hate relation¬ 
ship, but they’re really the best of 
friends. They have a lot in common: 
they love having fun, being on 
“Family Matrers,” and playing 
Nintendo video games. 

NP: What do you think of video 
games in general? 

DM; I love video games—they’re awe¬ 
some. They’re fun, and playing is a 
good way to release a lot of tension. 
It’s the coolest thing to do that doesn’t 
make a lot of noise or annoy your par¬ 
ents. ’ITiey keep kids out of trouble— 
they’re better rhan spray-painting walls* 


KW: Video games are fun. They’re full 
of adventure and they teach you a lot. I 
love playing them because I feel like 
I’m a part of the action I get totally 
into it. They’re also challenging, which 
is important, especially for kids. 

NP: How do you like Super Off Road? 
DM: Playing Super Off Road is a 
blast! It’s so cool—it’s the awesomest. 1 
cant get my little brorher, Donovan, ro 
leave the game alone. We play every 
night and we’re getting to be great ar it. 
KW: Super Off Road is really neat. It 
has wild graphics and it’s fast and fun. 
I love the challenge of the Super NES. 
It’s amazing how advanced the new 
system is. 

The entire cast of “Family Matters” has 
fun joking around. They also play 
Nintendo video games together. 
Almost everyone has an NES or a 
Super NES. Darius’ favorite games are 
Super Off Road and Tccmo Bowl 
because “nothing can fade those 
games.” Kellie’s favorite game is Teens. 


Dcnus McCrory [Eddia|, Kclta Williams (Laura), 
end Joleel Wh ?e (Urk^l| lake a break from playing 
Nintendo games to share a scene m a rrtcc?r>l 
episode of Family Mattf-rs 


Darius McCrary 


NP: Do you have any playing tips for 
Nintendo Power readers? 

DM: You have ro be parienr. For 
example, with Super Mario Bros., 
don’r rush through the levels. Wair to 
see what’s coming up before you 
jump. 

KW: (giggling) Does anybody have 
any tips for me? 

NP; What do you do in your free 
time? 

DM: I love music. I compose it. Right 
now I’m working on an .-dbum, which 
I’m really cxcired about. I’m also the 
vice-president of the Sons of Thunder, 
a group of reformed gang members 
One of my goals is to try to get people 
interested in the group and the good 
that its doing. 

KW: I like to read, shop, and hang 
our wirh my friends. I also work wirh 
an ecology group for kids. Basically, 
I’m just a normal kid wbo happens to 
be an actress. 
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A LOOK INTO 
THE GAMES OF 
THE FUTURE 
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Contra 



Yeah, it’s frigid February outside, but 
this Pak Watcher is on fire, and it’s all 
because of Kona mi’s up-coming 
Contra HI. The minute our test pak 
arrived from Konami, we cranked up 
the Super NES, smeared on some 
camouflage paint and prepared to battle 
cosmic terrors. Through four rip-roar¬ 
ing, alien-blasting, lizard-leaping, view- 
twisting, mind-bending stages we raced, 
absolutely unable to stop. Breathless. 
And get this; the version we played was 
only two-thirds complete! 

So what’s the big deal? This may be 
the ultimate, two-player action game to 
date. Players familiar with Contra and 
Super C will recognize the commandos 
and the Power-Ups right away. But get 
ready for in-your-face surprises to 
knock your socks off. Some of those 
surprises have to do with the action, like 
leaping into an armored tank and blast¬ 




ing enemies with the big gun, or dis¬ 
covering the nuke* button that sends a 
shockwave of destruction against your 
foes. Other surprises are in the chang¬ 
ing view Wc just about lost it when we 
hit the split screen, overhead maze. 
Giant, ugly, alien surprises broke down 
walls and attacked us when we least 
expected it, and small, but vicious junk¬ 
yard dog surprises nipped at our heels. 



KONAMI 



We flew on air bikes and leaped be¬ 
tween speeding missiles. After that kind 
of experience, it’s hard to come back 
down to earth and put it into words 
Maybe the most apt description is 
“super”, because the programmers 
made expert use of the Super NES’s 
Mode 7 graphic functions Our Pak 
Watch hats are off to Konami. 



110 NINTENDO POWER 











































EASN —Electronic Arts Sports Network 


Electronic Arts is well-known for excel¬ 
lence on the video playing field with 
games like John Madden’s Football, 
which has appeared not only for the 
Super NES, but for PCs and other sys¬ 
tems. Other sports spectaculars in the 
EA lineup are PGA Tour Golf and Lak¬ 
ers vs. Celtics And The NBA Playoffs 
for the Super NES and Jordan vs. Bird: 
One On One for Game Boy. The driv¬ 
ing force behind this concentration on 
sports games is EA’s commitment to 
the sports fan and video game player. 
As an off-shoot of that commitment, 
EA is founding the Electronic Arts 
Sports Network, which is a club for 
players that will include news, competi¬ 
tions and events, and special commer¬ 




cial offers. EA hopes to convey the 
excitement of being involved both in 
the video game industry and in real 
competition through the Network. 

On the development side. Electronic 
Arts will soon be hitting the links with 
PGA Tour Golf, which puts you on the 




PGA Tour in four tournaments at TP 
Courses: The Players Championship at 
Sawgrass, the PGA West at West Sta¬ 
dium, the Kemper Open at Avenel, and 
the Honda Classic at Eagle Trace. Ten 
tour pros give you tips to strengthen 
your game and get you out of the 
roughest lies. All the shot-making con¬ 
trols and accessories like the wind gauge 
are included Your success is measured 
by the applause or groans of the gallery 
as well as closeness to the pin. Special 
options allow you to fly-by, zoom in, 
and watch the flight path of your shot. 
Full stats are also included, and an in¬ 
stant replay lets you analyze each shot 
after it is made. If you’ve ever dreamed 
of being a pro, this game is for you. 



Town & Country 2: 
Thrilla’s Surfari 


The great waves and hot sun of Maui 
lose their appeal for Thrilla Gorilla, the 
ultra cool primate, when his beach babe 
is kidnapped by a mastermind and 
taken to Africa. With skateboard and 
shades, the big ape drops in for a wild 
ride in Town & Country 2: Thrilla’s 
Surfari for the NES. The name is 


derived from LJN’s original T&C, but 
this game is wackier. The action is very 
fast and one spill sends Thrilla back to 
the beginning of the stage. Quick steer¬ 
ing may not be enough—remember to 
control your speed by braking in emer¬ 
gencies. One of the coolest aspects of 
this game is that you can take more than 




ACCLAIM 


one route through some stages. The 
variety of stages is another big plus. 
Thrilla searches from the jungle to the 
desert for the evil Wazula, riding an 
assortment of boards along the way. 
Acclaim plans to release T&C 2 in the 
early spring. 
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The scramble is on to make a combat 
flight simulator for Game Boy, and 
Konami’s entry. Top Gun: Guts & 
Glory is right there at the top of the 
class. This game earns its wings with a 
wide range of options: one or two- 
players, Air Combat, Bombing Runs, 
Career path, which includes all types of 


aerial combat and is saved with a pass¬ 
word. After choosing the type of mis¬ 
sion you want to fly, you get to choose 
the equipment you want to fly in, either 
the F-14 Tomcat, F16 Falcon, MiG 29 
Fulcrum, or F117A Stealth. Each plane 
has weapon options, plus a difficulty 
level selection. Actually flying the 




Nail N’ Scale 


Climbing the heights of puzzling 
mazes is what Nail N' Scale from Data 
East is all about Spike, a tiny climber, 
must work his way through 50 mazes, 
climbing the walls, smashing blocks 
and defeating enemies on his way to an 
evil dragon. Data East is also working 
on a Super NES game called Ultrabots: 
Sanction Earth. 



planes is easy, but dog-fighting is tough. 
Don’t expect a true flying experience, 
but do expect a challenge. If you master 
this game, you’ll be ready for the real 
Top Gun. Konami is also about to re¬ 
lease Tiny Toons for Game Boy. This 
Pak has fun graphics, but the game play 
is for younger, inexperienced players. 



DATA EAST 



4 


i 
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^Turn And Burn 


ABSOLUTE 


Classy competition for the honor of 
best Game Boy flight simulator comes 
from Absolute’s Turn And Burn: The 
Dog Fight Simulator by Gary Kitchen, 
the creator of Super BattleTank. One 
player can fly against computer-con¬ 
trolled bogeys.The early version we saw 
had fewer options than Top Gun, but 
the flight controls arc better. You can 
actually see the stick m front of you and 
you have total control over engine 
thrust. There is also a mission screen 
that leads you to your target and keeps 
track of bogeys and scoring. You are 
even given a briefing before the mis¬ 


sion, which tells you what is expected, 
how many bogeys arc out there, and 
their headings. From the launch 
sequence to the sound effects of the 


engine, which revs up or down as you 
increase and decrease power, Turn And 
Burn closely matches the real flying 


experience of a navy pilot Very hot. 



MISSION X SCORE 

SCUrtOROH 3 BOGEYS- 


* FUGHT 

LOG «* 

bogeys: 

I 

HIM—9 : 

H 

RIM-SH: 

0 

INBOUND 

HERDING: 

51 ^ 

ROCK RIHO ROLL! 


Fress STintftT i 
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JAPAN WATCH 


Mario’s lovable pal from Dinosaur Land has hatched his own game. In Japan, the 
game is titled Yoshi’s Egg. When it appears in the United States, however, it will be 
called simply Yoshi. A quick look at the screen might suggest another name, maybe, 
Dr. Yoshi. There’s no doubt about where the inspiration came from for this puzzle 
game, but the vitamins of Dr. Mario have become characters from Super Mario 
World, and the method of scoring and reducing the stacks is completely new. The 
idea is to line up the stacks being held by Mario with the characters that fall 
from the top. Mario moves along the bottom and spms 
the stacks. Similar characters cancel each other out 
when stacked. If the top and bottom halves of Yoshi’s 
egg come together, Yoshi pops out. In the two-player 
mode, the screen splits and each player can choose his 
or her own speed and level, so a- beginner can play 
against an expert and still have a chance to win There is 
also a Game Boy version of Yoshi’s Egg with a two- 
player Game Link option. 




GOSSIP GALORE 


Lots of players have been asking about Super NES con¬ 
troller accessories. Here’s what’s firm. ASCII and Hud¬ 
son have developed Super NES joypads featuring turbo 
control. The ASCII pad also includes a Slow function. 

On the game front, Sony lmagcsoft will soon release 
Game Boy and NES versions of The Hook. An even 
bagger game for the Super NES is due out this summer. 
The known—the Super Hook will be an S meg game 
featuring Mode 7 and digitized graphics of movie ele¬ 
ments like the Jolly Roger. The unknown—do you con¬ 
trol Peter Pan or Tinker bell? 

Also in the future, The Addams Family for the Super 
NES from Ocean which features brilliant, detailed 
graphics. This will be Gomez’s greatest adventure yet. 

Finally, for you super hero fans, the wait for Defend¬ 
ers of Dynatron City is almost over. The TV special is 
being shown on NBC on Feb. 22nd, and the game from 
Lucasarts is scheduled for release in March. 





FUTURE GAMES 

FOR 


NES 


Avengers 
Bio Force Ape 
Contra Force 
Cyberball 

The Empire Strikes Back 
Hammerin' Harry 
Might & Magic 
Rocky 

Terminator 2: 

Judgement Day 
Toki 

Toxic Crusaders 
T&C 2: T hr ilia's Surfari 
Ufouria 

Uncharted Waters 
Wizards & Warriors HE 


SUPER NES 


F1-R0C 
Joe & Mac 
Lemmings 

Nolan Ryan's Baseball 
PGA Tour Golf 
The Rocketeer 
RPM Racing 
Smash TV 
Super Battletank 
Contra IH 
Super Off Road 
Super Play Action 
Football 
TMNT ffi 


GAME BOY 


High Stakes 
Lunar Chase 
Mousetrap Hotel 
Nail N’ Scale 
Star Trek 

Top Gun: Guts & Glory 

Turn And Burn 

. ■ ■■■ • .. 
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BACK ISSUE 


NEXT ISSUE 

COMING NEXT MONTH IN VOLUME 34 


THE LEGEND OF ZELDA: S 

Journey back in time as our hero, Link, rescues Zelda and bat¬ 
tles the forces of Agahnim, an evil wizard. The gate to the 
Land of the Golden Power must remain sealed! 



THE EMPIRE STRIKES BACK 

Luke Skvwalkcr battles the rejuvenated Empire. Han Solo, 
Princess Leia, C3PC), R2D2, and Obi-Wan Kenobi are all 
there to support him. Darth Vader is awaiting Luke's return. 



i/IEGA MAN 2 

The ever-popukr Mega Man returns for his second stupen¬ 
dous Game Roy challenge! Cut loose with the Ann Cannon ro 
demolish Dr. Wily and his band of super-robots. 



TERMINATOR 2 

You can preview Terminator 2: Judgment Day for Game Boy 
in this issue, but protecting young John Connor in the NES 
version will certainly prove to be a greater challenge. 



These Nintendo Power back issues are ovoil- 
oble individualfy* Add them to your collection! 
They contain these exciting reviews: 

Volume 22 (March '91): Metal Storm, 
StorTropics, G.l. Joe, Hudson's Adventure 
Islond H. 

Volume 23 (April '91): Rawer Blode, 
Sword Master, Totally Rod, Monopoly. 

Volume 24 (Moy '91): Vice: Project Doom, 
The Adventures of Lolo Iff, The Rocketeer, The 
Lone Ranger, 

Volume 2S (June '91): Bottletoods, Day 
Dream in' Davey, NES Open Tou moment Golf. 
Volume 26 (July '91): Robin Hood, Rockin' 
Kots, The Little Mermoid. 

Volume 27 (Aug. '91): Ninjo Goiden 3, 
Dragon Worrior II & Iff, Darkman 
Volume 28 (Sept. '91): Super Mario 
Worid, Star Wars, Smosh TV, Kick Moster. 
Volume 29 {Oct. '91): Star Trek, F-Zero, 
Metroid, Shotterhond, Roger Clemens MVP 
Baseball. 

Volume 30 (Nov. '91); Finol Fontosy H, 
Tom & Jerry, Where In Time Is Carmen 
Sandiega, Flintstones, Ultimote Air Cambat. 
Volume 31 (Dec. '91 ): Tiny Toon 
Adventures, Botmon: Return af the Joker, 
ActRaiser, Metroid II; Return of Samus (Game 
Bay). 

Volume 32 (Jon, '92); Mego Mon EZ, 
Monster In My Pocket, Tecmo Super Bowl, 
Super CastlevomoIZ. 


SPECIAL OFFERS 


Issues from aur first twa years ore ovoiioble 
□nly in special collector's sets You won't find 
these issues ot newsstands* 

FIRST YEAR SET: 

Super Mona Bros 2, 

Nlri[o Gcidan, 

Casllevanie 1 
Simaa's Quasi, Zeldn 
E The Adventures nf 
Link, TMNT 

SECOND YEAR SET: 

Mega Man fl, 
Oregon Warrior, 
Super Maria Bros. 
3, Tetris, Final 
Fantasy 


STRATEGY GUIDES 
AND TIP BOOKS 


Nintendo Power $ Strotegy Guides and tip baaks 
cover same at the mast papular gomes ever ond 
contain the most complete informohon 

STRATEGY GUIDES: 




Super Mnna Bros 3 
Ninja Gaiden I 
Final Fantasy 
4 Player Extra 



TIP BOOKS: 

The Legend of Zeldo Tips ond Tactics 
How to Win at Super Maria Bras 

PLAYER'S GUIDES: 

The NES Game Atlas 

The Game Bay Ployer's Guide 

Mono Monta 
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Use the Back Issue /Tip Book Order Form in this 
magazine ta order your books today 




























































If you received an Instant Redemption Certificate from 
Nintendo last November, remember, it expires on March 15, 
1992. The Certificate is worth $5.00 off any NES 8-bit Game 
Pak bearing the Official Nintendo Seal of Quality. So don’t wait 
too long to visit your authorized Nintendo dealer or you might 
miss out! Keep in mind that the Instant Redemption Certificate 
can be used only when purchasing an NES Game Pak bearing 
the Nintendo Seal of Quality. The Certificate is invalid for all 
other products. 


If you have questions about your Instant Redemption Certificates, 
you can call or write to Nintendo Consumer Service at: 


Cali (800) 255-3788 

Or 

Write Nintendo of America Inc. 

P.O. Box 97033 
Redmond, WA 98073-9733 



(Nintendo) tXS'EVM RKDlvMl’TlO.N (1R1T1FK ATE 

ANY RETAILER SELUNG OFFICIAL N|TENDQ 6 PRODUCTS 
- FIVE AND 00/1 QflflOLLARS Id* 


75-124R/918 


' : ^l Ivv IUIW' -- 

nojaynv'u i i-jc n c- i i“hi; u S. ONLY 

NOTICE TO RETAILER l^P® Ricciflieri I ■ your cwtwixw and He pfWIM ?<v* value is ft t* 

tleUltd Iron r<* retail «*rv; prSPfty a I Ihe of purchase ■>: do^onal^pfe-Jtici TWr ^ • CtrlAcali Issued 

Nmteivv, or Amenta Inc. that an only b* xxtfto! hywkitars suing Qlhdal Nlnkodo and/or ttnlnn^' Kcwis-d 
a ttl game ^aks thal carry Ihe NlnNn.lv>QuOty Seal Th* «f Skate wil be inammcl for aufumfcKy wNkv iwsenkd 
hi payment, toofcorfo o» America Inc lesurvn* »*right tc refuse payment # Ikn wrthcale has turn lepraJuciKt 
alterrJ w stolen Unul -i» cwlrtcate per 0 Nl gome jwk purchased Any oita constilult? trauri. Till* wtlltah 
mod be sohroitkri hy you no tilor Ihin Much 20 1992 GOOD IN THE U.S. ONLY 

J^yablc. through SECURITY STATE BANK , _ 

Howard Lake MN 55349 J 

^•Trademarks'.! Nintendo * 1991 Nintendo /\SS 

EXPIRATION DATE. MARCH 15,1992 


on the purch^s of any 
Nintendo Entartalnmont 
System - 8-blt gama pak 
carrying the Nintendo* 
Quality Sail 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



